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By Dynamix, Inc. and Greg Johnson 



Before corporate sponsors and fashion gear, there were Cavemen. 
Competition was ug/i-ly. Athletes won by bashing the other guy 
first. Pick your favorite Ugh-lympian. Club your way through six 
pre-hysterical events. Beat your friends to the Caves Of Fame. 


Dino Vault 


Mate Toss 


"Become one with club. Don't 
fall for look-at-birdie-in-sky trick. 
Don't check feet for fleas." 

— Glunk. 


"Swing fast circles. Remember 
let go. Good for medals. Not good 
for getting dates" 

— Crudla. 


The greatest 
Neandertha 
athletes 


"I like plant pole in totally 
cave-ular sand, soar high in air, wave 
to way-hungry dino" 

-Thag. 



"Club dino head, go faster. 
Too much club, dino bite dust. 
Vincent hate dust!' 

—Vincent. 



"Run fast fast from tiger. Watch 
out for cactus. Trip other cave-guy. 
Him big lunch for kitty" 

— Gronk. 


ELECTRONIC ARTS® 


"Rub sticks fast. Make bright, 
ouchy, hot thing first. Try not get 
dizzy. Remember to duck" 

— Ugha. 


Visit your retailers or call 800-245-4525 from U.S. or 
Canada 8am to 5pm PST. Screen shots represent C64 
version. C64 is a registered trademark of Commodore 
Electronics Limited. IBM is a registered trademark of Interna- 
tional Business Machines, Corp. 
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Summer C.E.S , 


T 


travelling northbound 
on 1-94 toward O’- 
Hare Airport, your in- 
trepid editorial staff found 
themselves enjoying the 
warmth of a mild Chicago 
day, while recounting the 
most interesting and in- 
novative aspects of the 
Summer Consumer 
Electronics Show. Sudden- 
ly, the sky went dark. A jet- 
liner on final approach 
had flown so low parallel- 
ing the freeway that the 
plane’s shadow obscured 
the sun as it passed and 
gave us an eerie feeling 
that the plane itself was 
about to crash into us. It 
only lasted long enough to 
cause us to catch our 
breaths, but it was a 
memorable encounter in 
spite of its brevity. 

The Nintendo 

phenomenon has already 
lasted longer than many in 
our industry thought it would and cast a 
more disturbing shadow over the disk- 
based entertainment software market 
than our "plummeting" jetliner. Now, 
however, judging from the new products 
we were shown, the shadow of "Me, too!" 
Nintendo-style disk-based games may be 
passing. In general, the entire range of 
disk-based entertainment software looks 
more promising than it has for over a 
year and a half. Even as we had held our 
breaths for a brief, unnerving moment 
on 1-94, it seems that the entertainment 
software industry is finally catching its 
breath after an ominous first quarter 
and f 8 months of trying to discover its 
identity. 

"More” (Multi-Player Games) 

There seems to be a renewed emphasis 
on multi-player games. Jon Freeman and 
Ann Westfall are beginning to see the 
light at the end of their "Rainbow Road" 
(working title) and Electronic Arts will 
publish it as Sivords of Twilight. The fic- 
tional "universe" contains eight different 
worlds connected by a "Rainbow Road," 
equivalent to a worm hole or time-space 
warp. These worlds have been subverted 
by evil Shadowlords (not to be confused 
with the Shadowlords in Ultima V). The 
player(s) choose from 31 characters 
(each with a unique personal history and 
graphics display), in order to defeat the vil- 
lains. The "universe" is dynamic and chan- 
ges according to player interaction. The 
interface allows different players (up to 
four can play simultaneously) to do dif- 
ferent things at the same time. The han- 
dling of non-player characters is interest- 
ing in that they have "long memories" 


The Shadow 
Your Style 
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New Directions at the 
Consumer Electronics Show 


T. i’**" 11 ' F® 


pBkf 

I 




and will act accordingly if the player-char- 
acters do not treat them appropriately. 

Atomic Entertainment, a new 
developer for Activision, will offer two 
multi-player adventures before the end of 
the year. Each will support up to four 
players playing simultaneously by means 
of keyboard (two players) and either a 
joystick/mouse or two joystick combina- 
tion for the other two players. The work- 
ing title of the fantasy action/adventure 
(more in the Prophecy than Gauntlet 
style) is Enchanted Lands in which the 
players explore eight different realms 
(each twelve screens across by twenty 
screens down and featuring 256 color 
graphics and smooth-scrolling sprites). 
They call it a CRPQ with an arcade-style 
engine, but they insist that players won’t 
want to shoot everything and there is 
more free-will than in most action-adven- 
tures. Atomic is also developing a time- 
travel adventure, tentatively called Time 
Raft, utilizing the same basic interface. 

Another approach to multi-player 
games is Origin’s Omega, a neural cyber- 
tank battlegame where players build the 
chassis and Al for a cybertank via an easy- 
to-use Mac-style interface and intuitive 
pseudocode. After the file is saved, the 
program can pit several different player's 
tanks against each other in something 
like an advanced version of the old Robot- 
war game from now defunct Muse 
Software. 

Many games to be released during the 
year will utilize null modem or standard 
modem connections to encourage 
human-vs. -human competition. 

Electronic Arts is importing F-16 Com- 


bat Pilot from the CJ.K. 
with a Gladiator mode 
(human-to-human), as 
well as five solo training 
missions and a solo cam- 
paign game. Other EA- 
GK products which sup- 
port modem competition 
include Powerdrome 
(think of it as Ferrari For- 
mula I in outer space) 
where players set-up space 
ships for seven different 
courses and Populous 
where players take on the 
role(s) of cosmic forces 
creating and ruling over 
entire worlds. Epyx offers 
a modem/null modem op- 
tion for their space race 
game, Flyton 500, which 
features ten different cour- 
ses and four vehicle clas- 


Spectrum Holobyte is 

working on a game with 
the working title Tank. It 
uses unclassified informa- 
tion from the DARPA database to 
recreate the maps from three different 
geographical areas: Ft. Knox (training), 
the Middle East, and Europe. There will 
be a network option for the game (in 
cooperation with a major consumer net- 
work) which can involve up to thirty dif- 
ferent tank commanders utilizing the 
same polygon fill terrain. Also, for those 
who can’t really handle the "real-time" ele- 
ments of a simulation, the game can be 
played like a wargame with the player 
giving orders and sitting back to watch. 

Also, CompuServe has just announced 
a new two-on-two version of Sniper! (see 
also page 27). 

Even the dedicated game systems get 
in on the multi-player act, as Sega's new 
1 6-bit Genesis machine comes with a 
TeleGenesis or modem option. Also, Ac- 
claim has built on the success of its 
remote wireless controller for Nintendo 
with a new Double-Player System 
which gives two players the capacity to 
compete against each other without un- 
tangling a mass of wires. 

Perhaps the most unique of all the 
multi-player games presented at the show 
was the Battletech Center concept from 
FASA/ESP Corp. (the principals in ESP 
Corp. are also the principals from FASA 
Corp. who created Battletech). This is an 
environmental concept where players will 
pay approximately $5.00 for a thirty 
minute experience (a 1 0 minute briefing 
in a futuristic Combat Information Cen- 
ter, followed by a 1 0 minute strategy ses- 
(Continued on page 20) 
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An interstellar, interactive, 
role-playing space opera. 

There's not another game 
like it on earth. 


From the creator of Wizardry® comes an 
entirely new concept in computer 
gaming. Open the box to reveal a unique 
combination of elements never before 
found in a single game. Six vivid charact 
with unparalleled role-playing depth, living an 
epic science fiction adventure. The tactics and 
strategy of a challenging board game. An expert 
computer game-master, moderating the actions of one 
to six players. STAR SAGA: ONE™ Beyond the 
Boundary. It's a multi-media entertainment experience 
that will sweep you off your feet. Ask for it at your local 
software dealer today, or call (813) 888-7773 for 
more information. 


SiH 


UGA:Ofl 


BEYOND THE BOUNDARY 


Available for: Apple II Family, Apple IIgs, IBM-PC and Compatibles, and Tandy. 
Masterplay Publishing Corp.- 841 7 Sun State St., Tampa, FL 3361 4 


OifastePfiy 


Wizardry is a registered trademark of SIR-TECH Software, Inc. 
STAR SAGA.0NE is a trademark of Masterplay Publishing Corp. 


PUBLISHING CORPORATION 

Games That Go To Your Flead 



Taking A Peek 


Cinemaware 

4165 Thousand Oaks Blvd. 
Westlake Village, CA 91362 
SPEEDBALL: "Rollerball", the blood- 
thirsty sport of the future, finally makes it 
way to the computer. A cross between 
soccer, hockey, and roller derby, Speed- 
ball enables the player to play solo, face- 
to-face, participate in an eleven team 
league, or act as spectator. Acting as 
general manager, the player chooses a 
franchise and builds his team from the 
ground up. Then, it's off to the steel 
arena to compete, cheat and bully your 
way to the top. If things look bad, you 
can even bribe officials or get opposing 
players to "take a dive". IBM (pictured), 
Amiga, & Atari ST ($39.95). C-64 
($29.95). Circle Reader Service #1. 

TOTAL ECLIPSE: Players race 
against a real time clock, as they search 
through a 1 5 level pyramid for the an- 
cient shrine of Ra. The shrine must be 
destroyed or an ancient curse will 
destroy the moon. This won’t be a cake 
walk as this overgrown grave is chock 
full o’ puzzles, traps, and the undead 
bodies of the tomb’s occupants. Smooth 
scrolling 3-D graphics enhance the first 
person perspective. IBM (pictured), 

Amiga and Atari ST ($39.95), C-64 
()$29.95). Circle Reader Service #2. 
Cosmi 

431 N. Figueroa 
Wilmington, CA 90744 
NAVY SEAL: This action game offers 
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Speedball 



Devon Aire 


gamers the chance to become one of 
the Navy’s elite. Players parachute from 
a transport, engage in an underwater 
speargun battle, repel down ropes, and 
fire their silencer rifles at hostile targets. 
After completion of several training se- 
quences, the Seals face five missions of 
graduating difficulty, including under- 
water sabotage, hostage rescue, and 
surprise raiding of an enemy base. C-64 
(pictured) ($29.95) & IBM ($34.95). 
Circle Reader Service #3. 

Epyx 

600 Galveston Drive 
P.O.Box 8020 
Redwood City, CA 94063 
AXE OF RAGE: Axe me no questions, 
I'll tell you no lies. The latest action 
game from Epyx gives new depth to the 
"hack and slash" genre, as players literal- 
ly chop and dice their way through val- 
leys, caves and dungeons to the ul- 
timate showdown with the evil Drax. The 
player has a choice of male or female 
characters to run, and up to 10 axe 
moves in each battle sequence. With 18 
different creatures to fight, all the battle 



Total Eclipse 



Axe of Rage 



Omnicron Conspiracy 


moves get used. From the campy, some 
might say tasteless, box art to the 
grouchy dungeon dude in the kinky 
shorts, the game is done with a dark 
sense of humor.... would that be like 
"axe-in-cheek"? C-64 ($34.95). Circle #4. 

DEVON AIRE: Hidden diamonds and 
a mysterious mansion are the basics in 
this graphic adventure/treasure hunt 
game for one. The game features great 
three dimensional graphics and some 
unique monsters (killer canaries and 
mutant pig-mice). The player must 
move furniture, stack chairs, balance on 
champagne glasses, open drawers and 
search everything for the hidden jewels 
before the killer capons and ravaging ro- 
dents steal all their strength. Atari ST 
(pictured) ($49.95) & C-64 ($29.95). 
Circle Reader Service #5. 

OMNICRON CONSPIRACY: "Pigs in 
Space" would be a good subtitle for this 
humorous, graphic adventure game 
from Epyx. The player takes the part of a 
space cop on a mission to bust up an in- 
tergalactic drug ring. Flying spaceships, 
exploring taverns and temples, and fer- 


Page 6 


Computer Gaming World 














Cosmos 



Fire King 



Space Quest III 

reting out clues from a variety of un- 
usual suspects will keep players moving. 
Resist the temptation to shoot every- 
thing that moves. (How refreshing!) IBM 
($49.95). Circle Reader Service # 6. 

Ishi Press 

1400 N. Shoreline Blvd. 

Building A- 7 

Mountain View, CA 94043 

COSMOS: Players test their skill 
against the computer in this version of 
GO. The computer comes with 1 00 
levels of play, offers online hints and 
move explanations, and the board can 
be set up from 7x7 to a standard 1 9x1 9 
matrix. The game can be learned easily 
on the smaller board and then the 
player can tackle larger boards as his 
level of play increases. The game also 
features automatic replay, move recall, 
option to play black or white, and plays 
at a 1 5 Kyu level. If Chess is a battle, 

GO is a war. IBM ($39.95). Circle Reader 
Service #7. 

Microdeal 

576 S. Telegraph 

Pontiac, MI 48053 
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Slots & Cards 



Silpheed 



Sky Shark 


SLOTS & CARDS: Pack your money 
belts and get ready for another trip to 
Vegas. This package provides five slot 
machines (multipliers, Sevens Wild, Multi- 
Bar, & Fruit Multi-Bar), four video card 
games (Blackjack, High/Low, & two 
types of Video Poker), and Keno. The 
game was designed with the aid of a slot 
mechanic from one of the major Vegas 
Strip hotels, so the odds and reel load- 
ings have been figured just as they are 
done in the casinos. (That means you’ll 
probably win just enough to keep play- 
ing till you lose!) IBM (pictured), Amiga 
and Atari ST ($39.95). Circle Reader Ser- 
vice # 8. 


Strategic Studies Group 
1747 Orleans Ct. 

Walnut Creek, CA 94598 

FIRE KING: A magical beast and its 
evil hordes have descended upon the 
land, killing the Fire Lord and holing up 
in the catacombs below the city. The 
mayor has elected you to confront the 
beast and restore order to the land. One 


or two players lead selected heroes on 
this quest which spans across forests, 
deserts, temples, and multiple dungeon 
levels, the 3-D, overhead graphics and 
play system bear close resemblance to 
the arcade hit, Gauntlet. C-64 version to 
be released later this year. Circle Reader 
Service #9. 

Sierra On-Line 
P.O. Box 485 
Coarsegold, CA 93614 
SILPHEED: Intergalactic terrorists 
threaten the harmony established by the 
Milky Way (Jnion, and it’s up to the pilot 
of the experimental Silpheed fighter to 
set things straight. Pilots face multiple 
levels of 3-D enemies on their way to 
the ultimate conflict with the battleship 
Glore. Nice graphics and tremendous 
sound, but an arcade game system 
we've seen many times before. IBM 
($34.95). Circle Reader Service #10. 

SPACE QUEST III: The wacky ex- 
ploits of Roger Wilco continue in part 
three of the Space Quest series. Roger's 
latest task: rescuing The Two Guys from 
Andromeda. The Two Guys have been 
kidnapped by the Pirates of Pestulon 
and are being forced to create second 
rate games for the disreputable publish- 
er, ScumSoft. Sierra takes their unique 
brand of adventuring to new heights 
with detailed, animated sequences, a 
wonderfully silly storyline, and a sound 
track so stunning, it may justify the pur- 
chase of a soundboard. IBM ($59.95). 
Circle Reader Service #11. 

Taito 

267 W. Esplanade 
North Vancouver, B.C., 

Canada, V7M1A5 
SKY SHARK: Taito ports another ar- 
cade hit to the PC market. In this one, 
players pilot their P-40 fighter through a 
host of enemy units including fighters, 
tanks, and battleships, in an attempt to 
rescue POW’s from a highly guarded 
enemy base. A joystick jockey's delight! 
IBM (pictured) ($34.95) & C-64 
($29.95). Circle Reader Service #12. 

Conversions Received 

Action Fighter (Mindscape) ST 
Baal (Psygnosis) Amiga 
Bubble Bobble (Taito) Amiga, ST 
Deja Vu II (Mindscape) Amiga, IIGS 
The Duel (Accolade) C-64 
The Games (Epyx) ST 
Gauntlet (Mindscape) Mac 
World Karate Championship (Epyx) 
ST, C-64 

Mind Roll (Epyx) Amiga 
Modem Wars (EA) IBM 
Operation Wolf (T a ito) Amiga 
Renegade (Taito) IBM, Amiga, ST 
Steel Thunder (Accolade) IBM 
Tangled Tales (Origin) C-64 
Where in World is Carmen San Diego 
(Broderbund) Amiga 
Where in USA is Carmen San Diego 
(Broderbund) Mac 
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KOEL.We Supply The Past, 

Romance of the 
Three Kingdoms 

Live Second Century China 


Nobunaga's Ambition 

The Struggle to Become Shogun 


Features include: 

• 255 Characters, each 
with a distinct 
personality 

• Military, economic 
and diplomatic 
simulation 

• Five different 
scenarios 

• For one to eight players 

• Complete operations 
manual and 
historical notes 



You are a warlord in second century China. Central 
government has collapsed, creating a power vacuum 
you long to fill. Success means triumphing against 
other warlords and the elements, to control the nation. 



Features Include: 

• For one to eight players 

• Two Scenarios, five 
levels of play 

• Instruction manual, 
historical notes and 
reference included 

The Best, Longest 

Selling Simulation 

Game Ever 

Released in Japan 




Take the part of a Daimyo during Japans bloody, six- 
teenth century, warring states period. Increase the 
strength of your states slowly, or risk everything in a 
desperate, all or nothing grab for power. 






You Make The History 


Genghis Khan 

Conquests Of Love And War 



Features include: 

• For one to four 
players 

• Two separate 
scenarios with five 
levels of difficulty 

• A Quick Resolution 
Mode that resolves 
battles in seconds 

• Advanced combat 
system 

• Characters with dis- 
tinct personalities 



Destroy your enemies in battle, or by assassination, 
while you keep your populace happy, your treasury 
full, and your subordinates loyal. A seduced princess 
can produce heirs to govern conquered territories. 


Go back through time into mysterious, 
distant lands, alive with conflict, intrigue 
and passion. Koei products transport you 
to real countries with a real past. Your 
survival and conquest will take valor and 
discretion, battlefield guts and financial 
finesse, heavy handed rule and gentle 
diplomacy. 

Huge databases, gorgeous graphics and a 
friendly user interface make Koei historical 
simulations a joy to play. Realistic, complex 
scenarios and intelligent computer 
opponents make them a challenge to win. 
Each game offers hundreds of hours of 
non-repetitious playing time. 

Koei is Japan's leading producer of 
entertainment and educational software. 
The simulations you see on this, and the 
facing page, are some of the best, and 
longest selling titles ever seen in Japan. 

A few moments with any Koei product 
will make it clear why. 



One Bay Plaza, Suite 540 
1350 Bayshore Highway 
Burlingame, CA 94010 
Tel. 415-348-0200 
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Strategic Studies Group Presents... 


GAINES MILL 
STONES RIVER 
GETTYSBURG 
CHICKAMAUGA 
CHATTANOOGA 


Can you, standing in for Robert E. 
Lee, stall McClellan's Federals 
outside Richmond... ? 
Or will you, as George Gordon 
Meade, stop the Army of Northern 
Virginia at Gettysburg and fatally 
turn the war against the 
Confederacy... ? 



WILDERNESS 

SPOTSYLVANIA 

COLD HARBOR 

ATLANTA 

FRANKLIN 

NASHVILLE 


Can you, commanding the veterans 
of Robert E. Lee's Army of Northern 
Virginia, stop Ulysses S. Grant's 
Army of the Potomac from capturing 
Richmond... ? 

Or will you, as William T. Sherman, 
defeat Joe Johnston, destroy 
Atlanta and march to the sea... ? 


The Decisive Battles Game System lets you step into the past and command the armies which fought out 
these great battles. The simple menu structure which drives the game is so easy to use that you'll be issuing 
orders like a veteran ten minutes after booting up the disk. You'll have complete control over the computer 
battlefield when you use the comprehensive wargame construction set, WARPLAN™, and our unique graphics 

editor, WARPAINT™. 

WARPLAN™ lets you construct original battles of your own design as well as creating endless variations to 
the historical scenarios. WARPAINT™ gives you complete graphic control over the icon and terrain symbols 
used in the game. Shapes and colors can be changed at will to produce your own special effects. 

Available now for the Apple II Family and C64/ 128 computers. Available 
early 1989 for IBM, Amiga, Ilgs, and Macintosh. 





The Korean 
War 

'Across the 38th' 
Taejon 
Naktong Bulge 
Unsan 
Chongchon 
Chosin Reservoir 
Chipyong 
Imjin 


Conquer Your 
Galaxy 

Reach for the Stars is our all- 
time classic game of space 
exploration and conquest. 

The third edition contains 
two great games in one; the 
original Reach for the Stars 
and an entirely new scenario, 
with lots of options for 
advanced play. It's a four- 
cornered contest for 
domination of the galaxy and 
there's only one winner. The 
computer plays all places not 
taken by humans and it never 
gives anyone an even break. 


Battles for Korea 

.Jure' 1950 April 1051 


The Battlefront Game System mechanics are so simple 
to use, you will be issuing orders like a veteran within 
ten minutes of assuming command. 
You'll have complete control over the computer 
battlefield when you use the comprehensive wargame 
construction set, WarPlan™, and our unique graphics 

editor, WarPaint™. 

Available now for the Apple II Family and 
C64/ 1 28 computers. Available early 1 989 
for IBM, Amiga, Ilgs, and Macintosh. 


To win a game of Reach for the Stars you must have 
explored the galaxy and colonized the choicest portions. 
You will have expanded your industry, engaged in R&D, 
and produced a huge navy. This will have been employed 
in settling disputes with your neighbours. As always, 
the biggest navy gets to adjust the border. 

Whatever your qualifications as a space tyrant, Reach 
for the Stars is guaranteed to be totally addictive. . . 

Available now for IBM, Amiga, Macintosh, 
Ilgs, the Apple II Family and the C64/ 1 28. 


How to Purchase. In North America, visit your retailer or call Electronic Arts 800-245-4525 
(in CA call 800-562- 1112) for VISA or Mastercard orders or write to Electronic Arts, P.O. Box 
7530 San Mateo, CA. 94403. In Australia, write to SSG, P.O. Box 261 Drummoyne, 2047. 
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A Detailed Air 
Traffic Control 
Simulation 

Review by M. Evan Brooks 


No Ivory Tower 
(Game Play) 

Game play is a mis- 
nomer; Tracon em- 
phasizes simulation play. 
This is a valid distinction, 
because the product is 
so accurate. In turn, this 
accounts for possible 
criticism as a "game." 
There are certain occupa- 
tions which seem fas- 
cinating to the outsider, 
but the reality yields little 
long-term enjoyment. 

For example, a blackjack 
dealer at a casino would 
seem to be an interest- 
ing job; but would you 
really like to deal cards 
eight hours a day to a 
crowd of somewhat 
obstreperous tourists? 
Similarly, air traffic con- 
trollers stare at a radar 
screen for eight hours a 
day and the slightest mis- 
calculation on their part 
could result in massive tragedy (or even a mass firing, as PATCO 
discovered to their dismay). The "burn-out" and suicide rates for 
traffic controllers is dismally high, and their beverage of choice 
would seem to be Maalox. Tracon yields a fascinating picture, 
however. Small doses of this occupational madness can be ac- 
cepted with alacrity and eagerness. 


TITLE: 

T racon 

SYSTEM: 

IBM (CGA minimum); 

(a Mac version is scheduled) 

SYSTEM REVIEWED ON:IBM 386 (VGA) 

PRICE: 

$49.95 

PUBLISHER: 

Wesson International 


1439 Circle Ridge 

Austin, TX 78746 
(512) 328-0100 


In February of 1 989, 
Wesson International 

released Version 1 .5, 
which allows actual voice 
communication and a 
corrected compass head- 
ing (see Game Play). In 
addition, three (3) 
scenario disks have been 
released (Western, 
Central and Eastern 
United States), each 
having an additional 
eight (8) airports. Pricing 
for the sector disks is 
$19.95 for one, $32.95 
for two, and $39.95 for 
all three. 


Air Traffic 
Controller School 
(Documentation) 


The documentation is very complete and professionally ex- 
ecuted. As a learning device, a tutorial tape is included which 
gives the player a basic understanding of his role. While one’s 
first impression may be intimidation/terror, the program is relative- 
ly easy to learn. In fact, a one-page "Quick Reference Command" 
is sufficient for initial play. 

A READ.ME file is included on both master and scenario disks, 
and should be printed out before play. This gives needed informa- 
tion and a quick reference as to the heading and altitude ap- 
proaches for the various airports. 

Perhaps the documentation's only real failing is that it does not 
disclose how much traffic would actually occur at different times 
in the various airspace boundaries. This would have allowed the 
player to gauge his progress against reality. 


Handle 

the 


In addition, the "+" key 
zooms perspective up to 
4X, while the "-" key 
reverses this process. 
Such zooming is essen- 
tial for vectoring aircraft 
into an accurate final ap- 
proach; just insure that 
one does not ignore the 
rest of the "world" while 
concentrating on a 
single plane. 


Although the simulation may be played via keyboard, use of the 
mouse and keyboard are strongly recommended. As planes ap- 
pear on the screen, one must vector them into proper ap- 
proaches: overflights are the easiest to handle, since one simply 
hands them off to the next center at the proper time; take-offs 
should be carefully watched to insure no "traffic jams" develop, 
while landings offer the most challenge. One must have the 
plane descend to the proper altitude and enter the proper flight 
path; even if one does everything right, "lousy" pilots miss their 
approaches 50% of the time. 


Initial Approach 

TRACON (Terminal 
Radar Approach 
CONtrol) is a detailed 
simulation of the world 
of air traffic control. 
There have been 
numerous other air traf- 
fic control products; 
most noticeably, 
MicroProse’s Kennedy 
Approach (1985). How- 
ever, that product was 
much more of a game, 
while Tracon is a very 
detailed and complex 
simulation, which could 
well be used as a train- 
ing tool by actual traffic 
controllers. 


Can You 


Radar Display (Graphics) 

The graphics of Tracon are well done. Different airports and 
numerous center hand-off points are displayed, while the aircraft 
themselves are easily discernible. The playing screen resembles 
an actual radar screen, and with the voice-actuated commands, 
one can readily enter this "simulation world". Help-keys are easily 
accessible, and one should often use Alt-M (display map refer- 
ences) and Alt-F (display flight paths) in order to maximize perfor- 
mance. If the situation is static, the F10 key will "accelerate" time. 


If a landing is botched, have the plane climb to an altitude at 
least 1 000 feet higher than other planes vectoring into the final 
approach and circle around, being last on the incoming traffic. 

At the same time, insure proper separation and clearance from 
other flights. A separation conflict (3 mi/1 000') may easily lead to 
a near miss (1 mi/1000’) or to a crash; the latter will disclose how 
many innocent individuals one has killed, terminate his employ- 
ment as a controller, erase his previous records, and dump one 

(Continued on page 47) 
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7igyex - Serving, you since 1984 j 


IBM 

1 


IBM 1 


LANCE HAFFNER 
GAMES 

i me... i 

Gengis Khan $41 


4th & Inches 
4th ConstrSet 
Fast Break 
Grand Prix 
Mean 1 8 


$28 

$12 

$28 

$28 

$31 


Course Disk #5-6 $24 


Mini Putt 
Nicholas Golf 


$28 

$34 


Courses $15 

tack'em $28 

Serve & Volley $28 

Thunder $28 

Test Drive II $31 
Calif. Chall $15 
Supercars $15 


Courtside B.ball 

$29 

Full Count BB 

$29 

Pro Basketball 

$29 

3 in 1 Football 

$29 

I MICROPROSE i 

Airborne Ranger 

$28 

F- 19 Stealth 

$48 

Gunship 

$34 

Pirates 

$31 

Red Storm 

$38 

Silent Service 

$24 


I MINDSCAPE 

Bal. Power 1990 $34 
Capt Blood $28 


i ACTIVISION \ 

Battle Chess $34 
Battle Hawks $34 
Last Ninja $30 

Maniac Mansion $31 
Pete Rose $31 
Prophecy I $28 
Rampage $28 

Zak McRracken $31 


i AVALON HI LL I 

Comp Diplomacy $34 
Gulf Strike $21 
NBA $28 

Under Fire $24 

I BR0DERBUND \ 

Ancient Art War $31 
AAWatSea $31 
Carmen World $28 
Europe or USA $31 
Jet Fighter $34 
Star Wars $28 

ImiNEMA WARE | 
Defender Crown 
Kina Chicago 
Rocket Ranger 


Colony 

$34 

Gauntlet 

$28 

Super Soccer 

$28 

Temple Doom 

$28 

Visions Aftermath 

$28 

1 OMNITREND 

Breach 

$28 

Breach Scenario $17 

Paladin 

$28 

Universe lor II 

$34 

1 ORIGIN 

Auto Duel 

$28 

Ogre 

$21 

Times of Lore 

$28 

Ultima Trilogy 

$41 

Ultima IV or V 

$41 

: SIERRA 


Heavy Metal $31 
Hidden Agenda $41 
Hostage $28 

John Elway QB $21 
Might& Magic $34 
Might & Magic II $34 
MSfL Football $34 
MSFL Draft $28 
NobunagasAmb $41 
Romance 3 King $48 

Star Saga 1 
Tracon 
Under Ice 
Univ Mil Sim 
Scenarios 1 or 2 
War Mid Earth 
Wizardry IV 
Wizardry V 


$28 

$41 

$53 

$34 

$31 

$31 

$15 

$34 

$41 

$34 


C-64 


J 


Tevex Ships 
Anywhere! 



APPLE | 

ACCESS 


C-64 




Echelon $31 

Heavy Metal $28 

Triple Pack $15 

WC Leader Board $28 
Course Disks $15 


3 i EL EC. ARTS' 


1 


ACCOLADE 


^iaM 


hree Stooges 



$28 

$34 

$34 

$34 

$24 

$34 

$41 

$24 

$34 



1 ELEC. ARTS j 

AAARGH! $28 
Abrams Tank $28 
Adv Construction $12 


Annals Rome 
Bard's Tale I or li 
Chess 2100 
Civil War II 
Demon Stalker 
Double Dragon 
Empire 
Future Magic 
Hunt Red Oct 
Jordan vs. Bird 
Kings Beach 
Leg Ancients 
Magic Candle 
Modem Wars 
Montezuma 
Reach Stars 

MBSh 

MBHInlBesIs 
Skate or Die 
Starfleet I 
Starflight 
StrikeFleet 
Wasteland 
Weaver 1 .5 
Comm Disk 
Yeager 2.0 
Zany Golf 


$24 

$34 

$34 

$31 

$24 

$28 

$34 

$34 

$34 

$28 

$28 

$21 

$34 

$31 

$31 

$31 

$31 

$34 

$10 

$28 

$34 

$34 

$28 

$34 

$28 

$15 

$34 

$28 


Gold Rush 
Kings Qst l-IV ea. 
Manhunter 
Police Qst I or II 
Silpheed 
Space Qst I or II 
Space Qst III 
lexder 
3_ 

SIMULATIONS 

i CANADA... .: 

Battle Atlantic $42 

Fifth Eskadra $42 

Golan Front $42 

Grand Fleet $42 

Grey Seas $42 
In Harm's Way $42 
Long Lance $42 
Northern Fleet $42 
Op. Overlord $42 
Seventh Fleet $42 
To the Rhine $42 

H MI 

AD&D Assist $21 
Demon's Winter $24 
First Germany $34 
Gettysburg $41 
Heroes Lance $28 
Hills far $34 

kampf or Mech $41 
Phantasielorlll $28 
Pool Radiance $34 
Questron II $28 
Rebel Charge $34 
Shiloh $28 

Sons Liberty $28 
Star Command $34 
Stellar Crusade $34 
Wargame Constr $28 
Warship $41 

Wizard s Crown $28 


Fast Break 
4th & Inches 
4th Const Set 
Grand Prix 
Nicholas Golf 
Rack'em 


$21 

$21 

$12 

$21 

$21 

$21 


Adv Construction $12 
Bards Tale l-lll ea $28 
Caveman Ugh $21 
Chess 2100 $28 

Chuck Yeager $24 
Deathlord $21 

Double Dragon $24 
Jordan vs. Bird $21 
Legacy Ancients $21 


m 


\aqic Candle $28 
larble Madness $12 


Spy vs Spy l & II $12 
Steel Thunder 

lejlQrjye U 


Mars Saga 
Modem Wars 


$24 

$24 


A CTIVISIO N j 

Aliens $24 

Faery Tale $28 

F-14 $28 

Last Ninja $24 

Maniac Mansion $24 

Neuromancer $28 

Ocean Ranger $24 

Rampage $24 

Take Down $21 

Zak McKrack $24 


Power Hockey $17 

Proj. Firestart $21 

Risk $28 

Roadwars $21 

Skate or Die $21 

Starfleet I $28 

Strike Fleet $21 

Wasteland 


C-64 1 

ORIGIN 

Auto Duel 

$28 

Moebius 

$28 

Times of Lore 

$28 

Ultima Trilogy 
Ultima IV or V 

$41 

$41 

SIMULATIONS 

CANADA 


Fifth Eskadra 

$42 

Golan Front 

$42 

Grey Seas GS 

In Harm's Wav 

$42 

$42 

Lonq Lance 

$42 

Seventh Fleet 

$42 

SSG 



AVALON HILL 


Dark Horn $24 

Gulf Strike $21 

NBA $28 

Super Sunday $24 

Under Fire $24 

UF Map Maker $17 

Wooden Ships $24 

BR0DERBUND \ 


Arcade Const 
Carmen Europe 
USA or World 
Sim 


City 
Star Wars 


$21 

$28 

$24 

$21 

$21 


EPYX 

Axe of Rage 

Battleship 

Blacksilver 

Calif. Games 
Death Sword 
Devon Aire 

$23 

$21 

$28 

$28 

$21 

$21 

Dive Bomber 

4x4 Racing 

Imp. Mission 2 
Karate Champ 

$28 

$28 

$28 

$28 

Mind Roll 

Sport News BB 
Spy vs. Spy III 
Sub Battle 

$28 

$28 

$17 

$28 

LANCE HAFFNER 
GAMES 

Courtside B ball 
Full Count BB 

Pro Basketball 

3 in 1 Football 
Input Disk 

$29 

$29 

$29 

$29 

$13 

MICROPROSE 


Battlefront 

$28 

Carriers War 

$34 

Civil War l-lll ea. 

$28 

Europe Ablaze 

$34 

tt 

$28 

$28 

Montezuma 

$28 

Normandy 

$28 

Reach Stars 3 

$28 

Rommel 

$28 

Russia 

$28 

Run 5 issue #12 

$4 

ssi I 

AD&D Assist. 

$21 

Demons' Winter 

$21 

First Germany 

$34 

Gettysburg 

$41 

Hill? far 

$28 


Campf or Mech 
Napoleon 
Panzer Strike 
Phantasie 1-3 ea 
Pool of Radiance 
Pool Hint Book 
Questron II 
Rebel Charge 
Shiloh 


$41 

$34 

$31 

$28 

$28 

$12 

$28 

$34 

$28 


CINEMA WARE 


mmm 


Calif Games $28 

Imp. Mission 2 $28 

Omnicron $34 

Spt News BB $28 

Sub Battle $28 

Techno Cop $34 

World Karate $28 




A nc . Battl e? S3i 

Barbarian $28 

Battle Tech $34 

Dr. Doom Rev $31 

Falcon $34 

Fire Brigade $35 

Flight Sim 3.0 $34 


Defender Crown $24 
Rocket Ranger $24 
Sinbad $24 

Three Stooges $24 

DATASOFT 

Alt. Reality - City $21 
Alt. Reality - Dun $21 
Annals Rome $17 
Firezone $17 

Hunt Red Oct. $28 
Lancelot $21 

Time&Magik $21 


Airborne Ranger $24 

Destr Esc ort $28 

Gunship $24 

Pirates $28 

Pro Soccer $24 

Red Storm $31 

Silent Service $24 

Stealth Fighter $28 

MINDSCAPE 


Echelon $31 

Triple Pack $15 

WC Leader Board $28 
Course Disks $15 


I ACTIVISION 1 

Aliens $24 

Maniac Mansion $24 

Neuromancer $34 

Rampage $24 

! AVALON HILL \ 

Dark Horn $24 

Guderian $21 

Gulf Strike $21 

NBA $28 

Police Blotter $21 
Super Sunday $24 
Under Fire $41 

I BR0DERBUND ;1 

Art of War at Sea $31 

Carmen Europe $31 

Carmen USA $31 

Carmen World $28 

Choplifter $12 

Wingisof Fuiy $24 

ELEd ARTS 1 

Adv Construction $12 
Bard's Tale $31 
Bard's Tale 2 or 3 $34 
$34 
$28 
$28 
$12 
$28 
$28 
$12 
$34 
$34 
$12 
$24 
$28 
$12 
$28 
$12 
$34 
$24 
$34 


Chess 2100 
Chuck Yeager 
Deathlord 
Earth Orbit 
Hunt Red Oct 
Legacy Ancients 
Lord's Conquest 
Madden football 

Made.. Ca n dle 

Marble Madness 

Pegasus 

Risk 

7 Cities of Gold 

Scrabble 

Skyfox 

Starfleet I 

Strikefleet 

Wasteland 


EPYX 

Calif. Games $28 
Champ Wrestling $15 
Death Sword $21 
Destroyer $28 
Dive Bomber $34 
Games Summer $34 
Games Winter $34 
Imjpos. Mission 2 $28 


L.A. Crackdown 
Spy vs Spy 3 
Street Football 
Sub Battle 


$28 

$15 

$15 

$28 


Capt Blood 
Gauntlet 
Ice Hockey 
Int. Sports 
Roaoraider 
Uninvited 


$24 

$24 

$24 

$21 

$21 

$24 


Typhoon Steel $34 
Wargame Constr $21 
Crown I or II $28 

:zi:i 

Battle Tech $28 
High Seas $34 
John Elway QB $21 
Menace $21 

Might & Magic $28 
ML Wrestling $21 
WWF Disk #1 $15 

Operation Wolf $23 
Out Run $24 

Bede l U ni v $34 

Hobo Coo $24 
Stealth Mission $34 
Tetris $17 

Wizardry III $28 


LANCE HAFFNER ] 

Courtside Bkball 

$29 

Full Count B.ball 

$29 

Pro Basketball 

$29 

3 in 1 Football 

$29 

MICROPROSE ! 

F-15 

$24 

Pirates 

$28 

Silent Service 

$24 

MINDSCAPE 

Balance Power 

$34 

Gauntlet 

$29 

Ice Hockey 

$28 

ORIGIN 

m 

Auto Duel 

$28 

Ogre 

$21 

Tangled Tales 

$21 

1 imes ot Lore 

$28 

2400 A. D. 

$21 

Ultima Trilogy 

$41 


Ultima IV or 


$41 








CALL TOLL-FREE 1-800-456-1162 


APPLE I APPLE I i AMIGA 


Kings Qst I -IV ea $34 
Police Quest $34 

Space Qst I or II $34 

Thexder $24 

SIMULATIONS 

CANADA 

Battle Atlantic $42 

Fifth Eskadra $42 

Golan Front $42 

Grey Seas GS $42 

In Harm's Way $42 

Long Lance $42 


Rommel 
Seventh Fleet 
To the Rhine 


Wizardry I 
Wizardry II 
Wizardry ill 
Wizardry IV 
Wizardry V 


Battlefront 
Carriers War 
Civil War I or II 
Civil War III 
Europe Ablaze 
MacArthur 
Montezuma 
Normandy 
Reach Stars 3 
Rommel 
Russia 

Run 5 issue #12 


AD & D Assist. $21 
Demon's Winter $21 
Eternal Dagger $28 
Gettysburg $41 
Kamp or Mech $41 
Napoleon $34 

Panzer Strike $34 
Phantasie 2-3 ea $28 
Pool Radiance $34 
Pres. Elect 88 $12 

Questran II $31 
Rebel Charge $34 
Roadwar Europa $28 
Sons Liberty $28 
Typhoon Steel $34 
Warship $41 


Arkanoid $21 

Blue Powder $34 
Elite $24 

ElwayQB $21 

First Contact $28 
Flight Sim II $34 
Hardball $12 

High Seas $34 
Jeopardy II $12 
Jet Simulator $28 
Might & Magic $34 
Might & Magic II $34 
Platoon $24 

Roger Rabbit $28 
Sky Travel $34 

The Scoop $28 

Star Saga 1 $52 

Test Drive $21 

Thunder Chop $21 
Universe I or 1 1 $34 

Wheel of Fortune $12 

AMIGA | 

Aaargh $24 

Action Fighter $28 
Annals Rome $24 
Arkanoid $21 

Auto Duel $28 

Bal Power 1990 $34 
Bard's Tale II $41 

Battle Chess $34 

Battle Hawks $34 

Battle Tech $34 

Blood Money $28 

Breach $28 

Bubble Bobble $24 
Carner Comm $31 
Combat Course $28 
Courtside Bkball $29 
Demon's Winter $28 
Death Brtnaer $28 
Defender Crown $34 
Double Dragon $28 
Dragon's Lair $41 
Dungeon Master $28 
Empire $34 

FA/18 $34 

Faery Tale $34 
Falcon $34 

Ferrari Formula 1 $34 
Final Assault $34 
Fire Brigade $35 
4th & Inches $31 
4x4 Racing $28 


$41 
$34 

usn $28 

Gretzky Hockey $34 
Gunship $34 

Harrier Combat $34 
Heroes Lance $28 
Hostage $31 

Hunt Red Oct $34 


Jet Sim $34 

Journey $34 

Kampfgruppe $41 
King ofChicago $34 
Kings Qst I, II or III $34 
Lancelot $28 

Lords Rising Sun $34 
Manhunter $34 
Marble Madness $34 
Mean 18 $31 

Op. Wolf $24 

Paladin $28 

Quest Disk $17 
Phantasie I or III $28 
Police Quest $34 
Ports of Call $34 
Prison $28 

Rampage $28 

Renegade $24 
Reach Stars $28 
Return Atlantis $34 
Questran II $34 
Reel Fishin' $31 
Rocket Ranger $34 
Sim City $31 
Smbad $34 

Space Harrier $34 
Space Quest II $34 
Starglider II $31 
Sword Sodan $34 
Test Drive $31 

Tetris $24 

Three Stooges $34 
Time & Magik $28 
TV Football $34 
Ultima IV $41 

Uninvited $34 

Univ Military $34 
Scen#1 $15 

Seen #2 $15 

War Mid Earth $34 
Weaver Baseball $34 

v TOff& KdfSI 

World Carmen $31 
Zany Golf $28 

Zoom $21 

Zork Zero $41 


Annals Rome $24 
Bard's Tale $34 
Battle Atlantic $41 

f attle Chess 
attle Hawks $34 
Breach $28 

Combat Course $28 
Demon's Winter $28 


ouble Dragon $28 
Imp. Mission 2 $34 Dungeon Master $28 


IIGS 


Falcon 
Gold Rush 
Grand Fleet 
Gunship 
Hostage 
In Harm's Way 
King Chicago 
Kings Qst IV 
Long Lance 
Manhunter 


Paladin $28 

Police Qst II $34 

Sorcerer Lord $24 

Space Qst III $34 

Star Wars $28 

Stellar Crusade $38 

Tetris $24 

Time & Magik $28 

Ultima IV $41 

Under Ice $31 

Univ Military Sim $31 

Seen 1 or 2 $15 

War Mid Earth $34 

Zak McKrack 831 

MAC I 

AA War Sea $31 

Bal Power 1990 $34 

Breach $28 

Carmen USA $34 

Chuck Veager $34 

DejaVull $34 

Fire Brigade $35 


Journey $34 

King's Quest II $34 

Life & Death $34 

Pirates $41 

Quarterstaff $34 

Reach - Stars $28 

Shogun $41 

SimCity $34 

Tetris $24 

Univ Military $34 

Seen Disk lor 2 $15 

Zork Zero $41 


AAARGH! $28 
Arkanoid $21 

Bal Power 1990 $34 
Bard's Tale I or II $34 
Black Cauldron $28 
Calif. Games $31 
Chess 2100 $34 

Dark Castle $28 
Defender Crown $34 
Dungeon Master $28 
4th & Inches $31 
Gold Rush $28 
Hardball $31 

Hunt Red Oct $28 
Impos Mis II $28 


King Chicago $34 
Kings Qst l-iv ea $34 
Last Ninja $28 

Mean 18 $31 

Marble Madness $24 
Manhunter $34 
Mini Putt $28 

Pirates $28 

Police Quest $34 
Reach Stars $28 
Silent Service $28 
Skate or Die $28 
Space Qst I or II $34 
Star Saga $53 

Tetris $28 

Uninvited $31 

Warlock $28 

War Mid Earth $34 
World Carmen $31 
World Tour Golf $28 
Zany Golf $28 


ACCESSORIES 

Amiga 1/2 Meg Expansion $160 

Sony DSDD 5.25 $9 

Sony DSDD 3.5 $20 

CH Mach III Joystick IBM $38 

Cleaning Kit - 5.25 Disk $6 

Cleaning Kit - 3.5 Disk $6 

EP YX Joystick(C64, Am , ST) $15 

EPYX Joystick (App, IBM) $28 

Mouse Pads $6 

Surge Protector - 6 outlets $32 

Storage Case - 60 5.25 $9 

Storage Case - 40 3.5 $9 

Call for information about hint books 


NINTENDO 

Call for Prices 


Blaster Master 
Bubble Bobble 
City Connection 
Contra 
Donkey Kong Classic 
Double Dragon 
Excitebike 
Gunsmoke 
Gyruss 
Ice Hockey 
Legend of Zelda 
Life Force 
Mag Max 
Major League 
Baseball 


Metal Gear 
Mickey Mouse 
Milton s Secret Castle 
Platoon 
Rambo 

R.B.I. Baseball 
R C Pro Am 
Renegade 
Robo Warrior 
Sesame Street 
Simon's Quest 
Skate or Die 
Super Mario Bros II 
Tetris 
Lop Gun 

Top Secret: Golgo 13 
Track & Field II 
Wheel of Fortune 


Be the First to Know! 


Find out what's New, what's Hot & what's Not. 

Find out what’s coming. 

Our operators will guide you away from the software "dogs" 
and tell you about the best of the new releases. 

Ask for our free catalog with your order, 
where every game is completely described. 

CALL TOLL-FREE 1-800-456-1162 

Open 9-8 Mon. - Fri. 1 0-5 Sat. Retail Store open same hours. 

Atlanta residents call 404-934-5059. When ordering by mail send money order. Include phone number. 

SHIPPING: Add $3.00 for shipping and handling charge. Georgia residents add 4% sales tax. Shipping for 
Canadian orders is 5% of order, with a $5.00 minimum . U. S. Mail, APO & FPO orders add 5% of order, with a 
$4.00 minimum. Shipping for all other foreign orders is 15% of order, with a $1Z00 minimum. 

Prices are subject to change. All sales are final. New titles are underlined 


f Coming Soon 

Battles of Napoleon - IBM 
Curse Azure Bonds 
- C-64, IBM 
Dragon Force - ST 
Empire - C-64 
Gold of Americas - IBM 
Harpoon - IBM 
Heroes of the Lance - C64 
Might & Magic II - C-64 
Pirates - Amiga 
Red Lightning - IBM, ST 
S torm Across Europe - C64 

TEVEX 

4205 First Ave Suite 100 
Tucker (Atlanta), GA 30084 
404-934-5059 
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Survey 


The CGW Test Lab 

The Gamer’s 
Guide to 
Joysticks 

W 1 hat do you look for in a joystick? Do you want one that 
is easy to hold or one that fires fast? Do you prefer one 
that has plenty of tension in the stick action or one that 
offers more "give"? At CGW, we noticed that very few hardware 
reviewers write about how the hardware affects game play, so we 
decided to try some experiments. We tested several joysticks for 
their performance in "rapid fire" mode and raced against the 
clock (and each other) to check their performance in terms of 
left/right and up/down response. Our results are described in this 
article. 

Ergonomics: Gamers who play arcade-style games or ac- 
tion/simulations for hours are concerned about comfort. Epyx 
was the original leader in this field with their Epyx 500XJ joystick 
that conformed to the human hand. Mindscape followed suit by 
designing the Power Player’s Joystick with a handle which can 
easily be held like an ice cream cone. These solved part of the 
problem, but they were still made out of hard plastic. Wico's 
Ergostick went several steps further and now offers a shape 
which is pleasantly conformable to the human hand, a soft pli- 
able material that is easy to hand onto, and fire buttons placed 
conveniently at the bottom of the controller. For those who 
prefer a more stable base on their joysticks, the controllers from 
Advanced Gravis offer a very wide base out of hard plastic, but 
they also offer a foam-padded stick/grip. The Kraft and SunCom 
controllers have a traditional base and stick. 

Rapid Fire: Most arcade-style games require shooting. Since 
most of these games have no ammunition limitations, players will 
normally perform better by using continuous fire. We wondered if 
there was any difference in the rate of fire between different 
models of joysticks. On the Commodore 64/128, we used Taito’s 
Sky Shark to test rapid fire (Note that these joysticks are com- 
patible with Amiga and Atari ST, as well.). Each controller was 
tested multiple times with the same technician operating the fire 


button. During the test, we noticed a potential drawback to the 
Advanced Gravis controller when used on these machines. 
When in rapid fire mode, the stick will not allow the player’s on- 
screen character (in this case, the airplane) to move backward. 

Joystick 

Bullets per 10 Seconds 

Advanced Gravis: 

46 

Epyx: 

48 

Mindscape Power Players 

47 

SunCom Tac5: 

49 


We repeated the tests on the IBM using the same software. 
None of the joysticks offered a true continuous fire mode on this 
product, but when the operator fired as fast as possible, the fol- 
lowing results were collated: 


Advanced Gravis: 

54 

Wico Ergostick: 

42 

Kraft KC3: 

40 


On the Apple IIGS, we used Data East's Ikari Warriors to test 
the rapid fire capabilities of the joysticks. The Kraft functioned 
equivalent to its performance on the IBM compatibles, but the 
Wico suffered on the Apple. 

Kraft KC3: 39 

Wico Ergostick: 37 

Movement Response: Sometimes, games require fast left/right 
and up/down movement in order to cause the on-screen charac- 
ter to move faster. We tested the same joysticks for this response 
by using the "Velodrome Cycling" event from Epyx’s The 
Games:Summer Edition. Each joystick was tested in both control- 
ler ports against all of the competing hardware. 

The SunCom Tac5 won every heat, no matter which operator 
was using it. Although the left/right and up/down response on 
this controller feels sloppy, it actually offers a very short stroke at 
the base when moving between the contacts. The other joysticks 
are presented in the order of their finish in this competition: 

Epyx 500XJ 

Mindscape Power Player’s Joystick, 
and Advanced Gravis Joystick. 

On the IBM, we used the portion of Mindscape’s Combat 
Course where the soldier crawls under the wire to test this 
response. The Advanced Gravis performed best in this test, 
probably because it allows users to adjust the handle tension to 
any of eight settings. We used it at the highest tension setting. 
The Kraft KC3 also performed well on this test, leaving the Wico 
Ergostick behind. CGW 
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Q. What do you get when you mix sharp graphics 

and sensational sound with 
unbeatable game play? 



A. Addicted. 


The hit arcade games from Europe, now available in the U.S.! 


QUADRALIEN. The mission: Find and destroy the evil 
Quadraliens who have infested Cybernetic Power Station 
ASTRA and bring the reactor back under control. Work your 
way through ASTRA's nineteen chambers with only six droids 
(each with its own unique feature) to find and destroy the 
Quadralien Mother Creature. You'll need ingenuity - as well 
as lasers! - to fight through the aliens and maze-like corridors 
s -\Of ASTRA. Strategic thinking, a 


•mmw 

mu 

rb' 



puzzle-solving mind, and a quick 
trigger-finger are all required, so 
take your time and plan your 
moves. But you'd better hurry - the 
temperature's rising toward a 
meltdown of cosmic proportions! 


STARGOOSE. The equipment: The new top secret 
fighter, codename STARGOOSE, packed to the hilt with every 
weapon imaginable. The assignment: Steal the power crystals 
from the eight cities on the planet NOM. But watch out! The 
rolling landscape is covered with machine gun nests, laser pill 
boxes, automatic rocket launchers, and pre-programmed robot 
attack vehicles. Fuel and ammo will go like crazy, so be ready to 
steal more from the storage tunnels/ 


under the cities. Absorb yourself in 
spectacular 3D graphics, as you 
climb, dive, dodge and twist your way 
along the alien landscape. The aliens 
await your attack. Come back with 
the jewels or don't come back at all! 






IBM - $39.95 Amiga & Atari ST - $29.95 
Available from fine software dealers or call 1 -800/826-0706 


New From 


SP/fiMAKERl 


Sneak Preview 




Si 


> ean Connery is 
I the man in the 
'gray suit. He is 
also the link to both 
myth and mystery in 
both the film and 
graphic adventure, In- 
diana Jones and the 
Last Crusade. Im- 
agine the humor of 
Zak McCracken and 
the Alien 

Mindbenders, an ex- 
panded interface 
beyond Maniac Mein- 
sion, a plot with more 
puzzles and pos- 
sibilities than the 
latest and final In- 
diana Jones film, and 
EGA graphics that are 
better than either 
Maniac Mansion or 
Zak McCracken. If 
such a game can be 
imagined, one has a 
very good idea of In- 
diana Jones and the 
Last Crusade. 


The Man in the 
Grail Flannel Suit: 

Indiana Jones and the Mything Link 


Those who have 
seen the film are al- 
ready aware that Sean 
Connery plays Henry Jones (Indiana’s 
father, as well as a scholar who has made 
it his life’s calling to find the Holy Grail). 
As a seeker of the Holy Grail, he serves 
as the link between Indy and the myth of 
the grail. For 
those who are un- 
aware, the "Holy 
Grail" was, alleged- 
ly, the cup which 
Jesus used for the 
wine (which sym- 
bolized His blood) 
in the Last Sup- 
per. Since the 
Bible itself does 
not harbor any 
specific traditions 
concerning the 
grail, the story is 
easily susceptible 
to imaginative 
speculation. Accord- 
ing to tradition, the 
cup was later used 

to collect the spilled blood of Jesus at the 
cross and was kept as an artifact of 
power until it was recovered during the 
First Crusade and carried off to England. 
From that point, the grail became inter- 
twined with the Arthurian Legend. 

Lucasfilm’s movie and the graphic ad- 
venture based on it wisely eschew the Ar- 
thurian entanglements and build upon a 
new story about what happened to the 
grail. The movie uses the concept of a 


A Sneak Preview of Indiana Jones 
and the Last Crusade 


"Grail Diary" which was painstakingly kept 
by Connery’s character over a period of 
years to advance the "mythos" surround- 
ing the grail. The game fleshes out the 
movie property with a sixty page version 


The Adventure Game gives you the 
options Indy didn't pursue. 


A pure Action Game based on the film 
is also under development. 


of the "Grail Diary" which cross-references 
hints and advances the plot in both an 
on-line and off-line version. In addition to 
the obvious purpose of providing copy 
protection, there is a reason within the 
plot for having the diary both on-screen 
and in hard copy format. 

The familiar Lucasfilm interface has 
changed in several ways. Similar to 
Maniac Mansion, players can shift com- 
mand to more than one protagonist. 


Also, the designers 
added a "What is . . ." 
command which can 
be clicked on an item 
to determine what ob- 
jects are "active" in a 
given scene. That 
should speed up play 
over the previous 
games. Distinctive 
from the earlier 
graphic adventures, In- 
diana Jones and the 
Last Crusade offers 
more commands and 
special-case anima- 
tion so that characters 
actually perform on- 
screen the actions 
that the player com- 
mands them to do. 
More importantly, in 
order to make a game 
out of a film, there 
are multiple solutions 
at various junctures in 
the game. One can 
usually be successful 
by imitating Indy’s ac- 
tions in the film, but 
there are more com- 
plex possibilities that 
can earn higher 

scores. Many players will want to play the 
game several times to try out all of the 
options. 

The game recognizes that there are two 
distinct appeals to 
the Indiana Jones 
persona and 
players will want 
to utilize both of 
them. The game 
offers players a 
reasonable 
chance to "talk" 
their way out of 
various en- 
counters. The ad- 
venture utilizes a 
dialogue/menu 
driven conversa- 
tional approach 
analogous to 
Cinemaware’s Sin- 
bad and the Throne 
of the Falcon or 

Interplay’s Neuromancer with their con- 
versation balloon interface. In "Indy," how- 
ever, there are no balloons, just a selec- 
tion of potential repartee from a menu. It 
works, though. The other appeal is to ac- 
tion and the player has the option of com- 
manding Indy to punch his way through 
a given situation in kind of a revised 
Rocket Ranger fist fight. Recognizing that 
most players will simply use a keyboard in 

(Continued on page 22) 
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...to world class chess like you've never seen before! 
With the strongest chess program (as proven in 
matched head-to-head competition) and the best 3D 
graphics, SARGON 4 is computer chess at its finest. 
The novice levels, with hints and special teaching 
features, are ideal for the beginner, while the higher 
levels can challenge - and beat - a master. All the 
standard features are there for either 2D or 3D play, 
plus extras like the Piece Sculptor for customized 
sets (Mac), Notepad for game annotations, and 
Mood files (IBM) that personalize the graphics and 
menus. Find out why over a quarter of a million 
chess fans have already made the Sargon choice. 

it's your move now... 

Price: $49-95 (plus $3.50 shipping & handling) 

Available at fine software dealers everywhere 
or to order call: 1-800-826-0706 


A 


SPfffffAKER 


Actual IBM and Macintosh screens 


Spinnaker is a registered trademark of Spinnaker Software Corp. 
One Kendall Square • Cambridge, MA *02139 





BAAL 


CAPTAIN FIZZ 
Meets The Blaster-T rons 


BALLISTIX 

Its a whole new ball game! 


* An addictive mixture of strategy and arcade 
action featuring: 

* 8 way ultra-smooth scrolling through 3 
distinctive domains containing multiple 
levels. 

* Over 250 highly detailed screens, superb 
graphics and sound effects. 

* More than 100 monsters and 400 traps. 

The future of the world lies in the hands of an elite 
squadron of men. YOU are the leader of the Time 
Warriors. Can you save the earth from the evil 
BAAL? 

His army of undead have stolen an awesome 
weapon of destruction, a War Machine. 

As leader of the ultimate battle fighters, your 
quest is to invade BAAL's domain, fighting off his 
monstrous demonic beasts to retrieve the War 
Machine . . . but . . . you must kill BAAL in the 
process. 

Can you succeed? There is no option . . . the 
alternative is literally Hell on Earth’. 

Screen Shots from the Atari ST version 
AVAILABLE NOW ON THE PSYCLAPSE LABEL 


The message is simple: co-operate or die! 

It's double fun and double trouble all the way in 
Captain Fizz, the most exciting simultaneous two- 
player game you and a friend are ever likely to play 
It's a whole new world of split-screen, high-speed 
action, as both of you take on the nasty Blaster- 
Trons infesting the planet Icarus. 

Yup, it’s a tough missionalright, butyou might just 
win out with the right blend of co-operation, 
courage, laser-hot reflexes, tactical sense. . . and 
brains. The action is fast and furious in Captain 
Fizz, but if you can't workoutthe right tactics you’ll 
both be dead meat. 

There are 22 levelsof savage and relentless action 
to battle through before you reach your objective, 
the central computer that's causing the evil 
infestation. You'll never getthere, though, unless 
you put your heads together and co-operate; your 
buddy can't do it on his own, and neither can you. 
This is one program where even the easy games 
are hard. So remember — united you stand, but 
divided you fall. . . 

Warning: this game isimpossibletobeatonyour 
own. 

Two joysticks required for two-player game. 
Screen shots taken from the Atari ST version 
A VAILABLE NOW ON THE PSYCLAPSE LABEL 


Sick of silly old soccer ? Tired of pathetic pinball? Then you 
need a dose of Ballistix - the fastest, wackiest, toughest ball 
game yet to appear on a computer. Ballistix just explodes with 
excitement, puzzlesandanamazing130 different screens of 
frenetic action. 

The aim of the game is simple: score more goals than your 
opponent to win the match. Doing it is a different matter as 
splitters fill the screen with dozens of balls, tunnels hide them 
from view, bumpers bounce balls all over the show, fiendish 
red arrows speed them up to almost impossible velocity, 
magnets pull them away from your control, and much, much 
more. 

Ballistix is incredibly flexible, too. You can play against the com- 
puter or another player, set the speed if you can’t stand the 
pace, define where the balls are fired and their velocity, rack up 
bonuses that will get you extra goals and then, at the end of an 
exhausting game, set your name in pride of place on the high- 
score table. And it's all played to the accompaniment of a 
throbbing sound-track and a crowd that applauds your every 
goal. 

Ballistix is definitely not a game for wimps. It's tough, fast, chal- 
lenging and incredibly competitive - in fact, it's just the kind of 
game you like. 

Two joysticks required for two-player game 
Screen Shots are from the Amiga version 


AVAILABLE NOW ON THE PSYCLAPSE LABEL 










Review 


M 'acArthur's War is the umpteenth release from SSG 
using their "Battlefront system". Well, maybe 
umpteen is a bit of an exaggeration, but 
MacArthur's War does follow the footsteps of four prior 
releases designed around the same system ( Battlefront , Bat- 
tles In Normandy, Halls of Montezuma and Rommel). Even 
though the Battlefront system is now three years old, with 
only minor modifications having been made through the 
series of releases, it has held up well. The game system is 
designed to place the players in the role of a Corps com- 
mander in an operational-level simulation of a battle or 
series of engagements (of up to twenty-five days in length). 

As usual with all SSQ games, there is a set of editing sub- 
routines which allow players to modify the existing scenarios 
or design their own from scratch. This scenario design 
capability is completely open-ended; one can create units in 
any of fourteen categories and change combat strengths, 
movement capabilities, experience levels, and all other opera- 
tional parameters. Scenarios can include any map one 
chooses to design and there is also a graphics editor which 
allows creation or modification of the terrain icons on the 
screen (make your "hill" hexes look more like real hills if you 
want). As usual with games in the Battlefront family, purchas- 
ing any one gives you the freedom to design limitless 
scenarios on any modern combat situation. 

With the availability of such freedom to "design your own", 
why do people buy more than one entry from the Battlefront 
series? Here we get to the true differentiation between the 
games which have been released - the predesigned 
scenarios included in each. MacArthur’s War includes eight 
scenarios from the Korean War, and although one could 
have theoretically created them all by looking up enough 
source material and using the scenario design utility, there is 
no doubt that few players could have produced such well-re- 
searched designs. 

The names of the scenarios will likely not be familiar unless 
one is a devotee of the topic; "Across the 38th", Taejon, Nak- 
tong Bulge, CJnsan, Chongchon, Chosin Reservoir, 

Chipyong, and Imjin. They do, however, represent a good 
cross section of the actions occurring from the start of hos- 
tilities in June, 1950, through spring of 1951. Motably lack- 
ing from the selection is a scenario on the Inchon landings. 
Unfortunately, this scenario was already presented in the 
prior SSG release, Halls of Montezuma (along with another 
scenario on the Pusan perimeter), so players who really want 
to play out this battle are faced with purchase of another 
game (I would much rather have seen the Inchon scenario 
included as a "bonus" ninth scenario in MacArthur's War). 

If there is any tarnish on the spit-shine of MacArthur’s War, 
it is a certain "sameness" about the scenarios which is in- 
evitably dictated by the nature of the conflict. Let me briefly 
describe several of the scenarios. "Across the 38th": hordes 
of NKPA troops roll over untrained ROK forces. Taejon: Task 
Force Smith attempts to delay and withdraw before a horde 
of NKPA troops. Naktong Bulge: a small force of well-sup- 
ported Marines tries to dislodge a horde of NKPA troops 
from Obong-ni ridge. CJnsan: II Corps of the ROK gets 
chopped up by a horde of Chinese troops while hoping the 
1st Cavalry arrives. Chosin Reservoir: a small force of Marines 
holds defensive positions against hordes (and here I mean 
real HORDES) of Chinese troops. Chipyong: the CI.S. 2nd 
Division holds out against hordes of Chinese and NKPA 
troops, hoping for relief from 5th Cavalry. You get the idea! 

Of course, most of the battles during this period did proceed 
along those lines; the vast numbers employed by NKPA and 
PRoC forces were the one constant factor in Korea. 

MacArthur’s War uses the Battlefront system with its latest 


Unparalleled 

Conflict 


SSG’s MacArthur’s War" 

By Jay C. Selouer 


set of refinements (virtually un- 
changed from Rommel). The 
system uses four turns per day 
(three day turns and one night 
turn) and scales from 500m to 
8km per hex to simulate Corps 
level actions. In MacArthur's 
War, these actions involve 
Cl.N., CI.S., and South Korean 
(ROK) troops on one side, and 
North Korean (NKPA) and 
Chinese (PRoC) troops on the 
other. 



War 

Battles for Korea 

June 1950 April 1951 



TITLE: 

MacArthur's War: 

Battles for Korea, 

June 1950-April 1951 

SYSTEMS: 

Apple II, C-64/1 28 

# PLAYERS: 

1-2 

PRICE: 

$40.00 

DESIGNERS: 

Roger Keating, 

Dan Antolec, and Ian Trout 

PUBLISHER: 

Strategic Studies Group 

Walnut Creek, CA 


The system sets up the player 
as a Corps commander with up 
to three divisions under his 
command. Each division can 
consist of up to four regiments 
plus four independently attach- 
able battalions (each regiment 
itself is composed of up to four in- 
dividual battalions). Even though 
the system uses battalions as the 
units of maneuver, the player can- 
not directly control their 
maneuvers. Rather, the player is- 
sues commands to divisions and 
regiments which are then inter- 
preted and acted upon by subor- 
dinates (whose role is filled by the computer), resulting in the 
actual movement and combat of units on the map. 

As in the previous releases, the system places significant im 
portance on factors such as supply, fatigue, and regimental 
cohesion; items which the player need not worry about ad- 
ministering, but which must be considered when deciding 
which troops to commit to battle and which are in need of 
rest. Such diverse factors as realistic air support, weather ef- 
fects, experience levels, 


and leadership effects 
make the system quite 
capable of simulating com- 
bat on an operational level. 

Despite the tremendous 
sweep of the maneuvers 
during the first year, Korea 
has never been a "pretty" 
war and has always been 
seriously under-repre- 
sented in wargaming. This 
alone makes MacArthur’s War almost a "must". That the 
game is a darn good simulation, is easy to learn, and gives 
you a real feeling for the capabilities and operational limita- 
tions of both sides is just an added bonus. CGW 
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Summer C.E.S. (Continued from page 4) 


sion among team 
members, and 
climaxed with an in- 
tense 1 0 minute first- 
person battle ex- 
perience in the cock- 
pit). Each cockpit has 
about $27,000 worth 
of hardware tied up in 
three proprietary com- 
puters plus one 
Amiga system to run 
the display screens in 
a full 256 color 
palette. The game sur- 
rounds the player in a 
sophisticated version 
of Activision's Mech- 
Warrior game. 
FASA/ESP Corp. 
hopes to place 170 
Battletech Centers 
across the country. 

The product has al- 
ready been licensed 
for distribution in 
Japan. 





Clockwise from upper left : Paragon’s Doctor Doom crushes another innocent victim. / 
Gary Carlston of Broderbund congratulates Robert Garriott on Origins "graduation" to 
Independent Publisher status. / FASA/ESP s Battletech Center. / "Great Balls of Fur!" / 
All photos except lower right courtesy of Computer Gaming Videomagazine. 


well. Strategic 
Simulations, Inc. is 

busily preparing 
Curse of the Azure 
Bonds, a CRPG se- 
quel to the novel 
(Azure Bonds) and 
the pen-and-paper 
module based on the 
novel. The game adds 
the Paladin and 
Ranger classes and al- 
lows characters to be 
transferred from Pool 
of Radiance and/or 
Hillsfar. By the year’s 
end, SSI will add 
David Landrey’s War 
of the Lance (a fan- 
tasy wargame set in 
the Dragonlance 
world), Sword of 
Aragon (a fantasy war- 
game with role-play- 
ing flavor), and 
Dragons of Flame (an 
action game from 
U.S. Gold, but not 
Heroes of the Lance II). 


"I Can See Clearly Now" 

(Graphics) 

On the Amiga front, Taito began 
releasing its personal computer versions 
of coin-op games with actual graphic files 
from the arcade versions. Now, Mel- 
bourne House is guaranteeing identical 
Amiga versions to several of their coin- 
op hits. These games will require a 
megabyte of RAM, but can accomplish 
the feat because the coin-op games were 
built for their sister company, Arcadia 
Systems, to run on Amiga boards 
within the coin-op cabinets. By the end 
of summer, Rick Dauis’s World Trophy 
Soccer and Magic Johnson’s Basketball 
(similar to the recently released Magic 
Johnson's Fast Break Basketball) will be 
released. 

On the IBM PC and compatible front, 
the industry is moving toward heavy use 
of VGA graphics. Data East’s ABC Mon- 
day Night Football license, 

Broderbund’s Wolf Pack (WWII Sub- 
marine Simulation), Accolade's Con- 
spiracy, Sublogic's UFO, and 
Mindscape's Star Trek V: The Final Fron- 
tier all utilize beautiful VGA graphics (see 
page 32 for other VGA products). Most 
companies are still backwardly com- 
patible with CGA being the lowest com- 
mon denominator (Hercules 
Monochrome in other cases), but VGA is 
rapidly becoming the high end in enter- 
tainment graphics. 

Another graphics trend seen at the 
show is the use of digitized images or live 
models. Activision contracted for permis- 


sion to digitize images from the film in 
their Die Hard and Ghostbusters II action 
games, Accolade used over 500 digitized 
images for their Conspiracy: The Dead- 
lock Files espionage adventure, and 
Dynamix used live models, props, make- 
up, etc. to set up their unique look for 
the story portion of Dauid Wolf — Secret 
Agent. The combat sequences in 
Origin's Windwalker ( Moebius II) are 
based on work with live models and 
some of the static faces are digitized ver- 
sions of faces from ancient papyri. 

Good Vibrations (Sound) 

Owners of PC Compatibles will be 
thrilled to know that there is considerable 
support for several sound formats. Al- 
most every publisher we spoke to was 
supporting the Ad Lib board and Covox 
Sound Machine. In addition, many com- 
panies were supporting the Innovation 
board and most top line products sup- 
ported the Roland MT-32. Several 
programmers stated that they wanted to 
support "every board out there," but that 
it was not always practical. Access 
Software has developed a remarkable 
software process, Real Sound, which is 
very effective on several compatibles 
(depending on speaker placement), but 
almost doubles the code required on the 
downside. 

License to Sell 

Licensed products continue to be 
popular. Activision has a first-person 
military simulation from FASA’s Battle- 
Tech system, entitled Mech Warrior and 
involving some strategic planning, as 


Film and television licenses continue to 
abound. In addition to Mindscape’s Star 
Trek V: The Final Frontier (an adventure 
game with action sequences), Taito has 
developed Rambo III (an action game 
similar to Gauntlet in the first two mis- 
sions and a tank game in the third, but 
with more puzzles to be solved than their 
previous games); Broderbund is market- 
ing Domark’s Licence To Kill (an arcade 
game with six levels; Activision has Die 
Hard and Ghostbusters II (heavy action 
emphasis in both); Microillusions has 
successfully duplicated the feel of the 
Hanna-Barbara cartoon shows with 
Scooby Doo (four adventures with 
graphics and interface reminiscent of 
Maniac Mansion, Jonny Quest (a linear 
adventure game using a series of mini- 
quests), and Flintstones (an interactive 
cartoon with large characters that look ac- 
tual size); Lucasfilm was demonstrating 
Indiana Jones and the Last Crusade in 
both its graphic adventure (see Sneak 
Preview on pages 1 6 and 22) and action 
game formats; and Intracorp has 
prepared Superman and Miami Vice 
(both with eight levels of arcade action) 
for mid-summer release on the Atari ST. 
Cinemaware isn’t working from a 
license, but their '50s era "B" horror flick 
adventure It Came From Out Of The 
Desert is somewhat a parody of the "B" 
movies of that time, particularly "Them" 
and "Invaders From Mars". Ken Melville, a 
professional screenwriter, wrote the 
"screenplay" for the game. His effort 
shows (Good plot & subplots). 

Book licenses can also be popular. In- 
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terplay will ship the IBM and Amiga ver- 
sions of William Gibson’s Nebula award- 
winning Neuromancer this summer and 
Intracorp says they have inked a pact for 
computer game rights to Tom Clancy’s 
Cardinal of the Kremlin. Brand-name 
licenses seem strong, as well. Spectrum 
Holobyte should have Vette! ready by 
Fall. Vette! is a 3-D driving game where 
players race a Corvette through the busy 
(and extremely detailed) streets of San 
Francisco. Mindscape licensed the Har- 
ley Davidson brand for Harley David- 
son: The Road to Sturgis. Our sources 
tell us that the "Harley" folks’ image of 
themselves is not equivalent to that of 
popular culture. Some of the sequences 
in this action game with an adventure 
wrapping were taken from actual events 
at biker rallies, but had to be changed be- 
cause the "Harley" folks didn’t like the 
image. 

"Back In Time" 

As usual, adventure games figure 
prominently in the mix of products which 
were shown (or discussed). Three games 
currently under development involve time 
travel: Broderbund’s Where In Time Is 
Carmen Sandiego?, Activision’s Time 
Raft, and Interplay’s Mean Time (not 
shown). Three games involve the Ar- 
thurian legend: Sierra's Conquests of 
Camelot (from scriptwriter Christy Marx of 
Teenage Mutant Ninja Turtles fame), 

Spirit of Excalibur from Melbourne 
House (the same basic interface and 
graphics from War In Middle Earth, but 
with more depth promised), and 
Infocom’s Arthur: The Quest for Ex- 
calibur (using the Journey style). 

Other adventure games to surface in 
the next six months include: Avalon 
Hill’s Legends of the Lost Realms (a 
CRPG on the Mac in which players travel 
through an 84 level maze to recover five 
missing magician kings); Broderbund 
hopes to release Dark Heart ofClukrul 
and Michael Cranford’s Centauri Alliance 
before the end of the year; Kyodai will 
ship the action/adventure Ancient Lands 
of Ys with its 1 00 hours of gameplay by 
Fall and has a PG-Rated mystery game 
called Murder Club (which combines 
graphics and text elements) which should 
release very soon; Interplay plans to cap- 
ture the Apple II with 128K market with 
their hi-res graphic CRPG which utilizes a 
combat system similar to Champions and 
250 off-line paragraphs similar to Waste- 
land, Dragon Wars ; Accolade will ship 
The Third Courier (an espionage game 
by Ivan and Carol Manley which develops 
character attributes by creating a charac- 
ter history) and Don't Go Alone (a con- 
temporary horror adventure where charac- 
ters cannot die, but can go crazy and 
scientific formulae are used instead of 


spells); Origin’s Knights of Legend is 
potentially the deepest CRPG we have 
seen to date (even competitors noted 
this) and their Space Rogue tries to hit 
both the flight simulator market (the 
designer worked with Ned Lerner of 
Chuck Yeager’s Advanced Flight Trainer 
fame at an earlier point) and science fic- 
tion fans; and Epyx has adapted Robert 
Moranes, a French super spy game, into 
Project Neptune (called Undersea Com- 
mando). 

Perhaps the most unique adventure 
game we saw was Lucasfilm’s Loom. 
Brian Moriarity, designer of Trinity and 
Beyond Zork for Infocom, has developed 
a game with a musical interface, 
philosophical storyline, imaginative en- 
vironment, intriguing mythos, and 
fabulous graphics by Mark Ferrari (fan- 
tasy artist who executed many of the 
Cthulhu materials for Chaosium). The 
radio play, which is packaged with the 
game and introduces the game’s story 
and universe, is fabulous. 

Overbooked 

Of course, one never counts on the 
flight being overbooked. Not only was 


our return flight to Orange County over- 
booked, but so was this issue of CGW. 
So, next issue we will continue our Con- 
sumer Electronics Show coverage with 
notes on Sports and Military Simulations. 

CGW 


☆☆☆☆☆☆☆☆☆☆☆☆ 



SEND S AS E OR CALL FOR DETAILS 

GENERAL QUARTERS SOFTWARE 

P.O. BOX 1429 
TORRANCE, CA 90505 
(213) 547-0597 
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LAND COMBAT FOR YOUR CPU, 1940-1973... 
FROM SIMULATIONS CANADA 

ROMMEL AT EL ALAME1N, Battles For Egypt, 1 July to 6 November, 1942. It 
had all seemed so easy this time. Tobruk had crackedTh "a day and the British 
were in full retreat after the disaster at Matruh. The pursuit was a headlong 
rush to the final Allied defensive position some 1500 miles from the Axis supply 
base at Tripoli, but almost in sight of Alexandria. RAEA is a high speed, 
command oriented study of the clashes that followed as two armies, stretched 
beyond their limits, determined the fate of North Africa. 6 scenarios cover the 
three historical battles of Ruweisat Ridge, Alam Haifa, and El Alamein, as well 
as a hypothetical alternative to each battle introducing such elements as 
increased supplies, the fall of Malta, and superior reserves. For Apple II, Atari 
ST, or IBMPC systems. 

MOSCOW CAMPAIGN, Operations Typhoon & White Storm, 30 Aug 1941 to 13 
Feb 1942. It was supposed to be ending by now, but the Soviet State had” not 
disintegrated as Hitler had predicted. As fall began the panzers were pulled 
back from their excursions and redirected at the traditional target of all 
invasions of Russia: Moscow. MC depicts the next months of struggle as the 
Axis searched for a knockout blow and the Soviets punched back. 5 scenarios 
allow for the historical action, an early start of the campaign, altered weather 
conditions, and separate play of each side’s offensives. For Apple II, Atari ST, 
or IBMPC systems. 

TO THE RHINE, The Allied Advance In The West, 29 Aug-1 1 Dec, 1944. The 
Axis was reeling back in disarray, most of their heavy equipment abandoned 
and their command structure shattered. The breakout from Normandy, led by 
Patton’s Third Army, was proceeding apace. All of Europe lay open to the 
Allied armies, until the string snapped. The Allies had outrun their supply lines 
and the march to Berlin would not be as easy as it had looked. TTR is a 
command oriented study of the battles across France and the Low Countries, 
from the closing of the Falaise pocket to just prior to the opening of the Bulge 
Offensive, and continues our depiction of the Western Front. For Apple II, Atari 
ST, or IBMPC systems. 

ROMMEL AT GAZALA, Battles For Tobruk, 26 May to 27 June 1942. RAG is 
an operational level game of the battles culminating inThe fall of Tobruk and the 
retreat of Allied forces out of Lybia. The Axis player must slide around or cut 
through the Allied positions and fortified boxes of the Gazala line. The Allied 
player must halt this attack with selected and effective counter attacks, but 
without the losses that would leave Tobruk at the mercy of DAK. Scenarios 
include an historical campaign, late Axis jump off, and extra Allied 
Reinforcements. For Apple II, Atari ST, or IBMPC systems. 

STALINGRAD CAMPAIGN, The Turning Point In Russia, June 1942 - Febuary 
1943. SC is a strategic game of the battles for southern Russia. The Axis 
player begins strong and ready. He must deal Russia a death blow, but quickly, 
if the Soviet player can hold on, massive reinforcements will allow him to go on 
counteroffensives. This season’s campaign will decide the fate of the East. 
Scenarios cover Case Blau, Operation Uranus, and a campaign game of the 
entire period. For Apple II, Atari ST, C64/128, or IBMPC systems. 

KURSK CAMPAIGN, Oper ation Zitadelle, Summer 1943. KC is a command 
oriented study of the greatest tank battle in history. The Axis player must cut 
into the bulging Soviet line and destroy any trapped Red forces. The Soviet 
player must blunt this attack with defense in depth and then grind the Axis into 
defeat. 4 scenarios allow for various early or historical start dates for the 
battle as well as differing force levels. Disk for Apple II, Atari ST, or IBMPC 
systems. 

OPERATION OVERLORD, The Invasion Of Europe, 6 June - 28 August, 1942. 
00 is an upper operational/lower strategic level look at the” first 1 1 weeks of 
the re-entry into Fortress Europa. The Allies may land historically or secretly 
pick for the other potential landing zones. The Axis must use either historical 
force arrivals or massive commitment to meet this uncertain situation. Both 
players must deal with an uncertain and rapidly shifting situation. For Apple II, 
Atari ST, or IBMPC systems. 

GOLAN FRONT, The 1973 Arab/Israeli War In The North. GF is an 
operational level game of the Syrian front in the War Of Atonement. Israel 
begins holding a thin line on a barren landscape of heights dominated by Mt. 
Hermon. The Syrian player must clear the high ground to open the road to Tel 
Aviv. The Israeli player must defend with limited reinforcements and form a 
reserve to counter attack toward Damascus. Neither has an easy task. For 
Apple II, Atari ST, C64/128, or IBMPC systems. 

SIEG IN AFRIKA, The War In North Africa, 1940-1943. SIA is a low complexity 
operational/strategic game of the Axis adventure in the desert. The campaign 
begins with the Italian advances across the Frontier and closes with the race to 
Tunis. Between these events the players are placed in the position of overall 
theatre commanders and must direct available forces in armored thrusts and 
parries across the sands, escarpments, and mountains of Egypt, Lybia, & 
Tunisia. For Apple II or C64/128 systems. 

FALL GELB, The Fall Of France, Spring 1940. The sweep of the Wehrmacht 
across Poland gave the world its first taste of a new form of high speed 
warfare: the Blitzkrieg. FG places you in command of the forces of the Allies or 
the Axis when the storm next breaks over Europe. The computer acts as your 
chief of staff in the campaign for France and the Low Countries, taking your 
orders, informing you of the status of each corp, and routing your instructions 
to combat units. For Apple II, Atari ST, C64/128, or IBMPC Systems. 

ORDERING INFORMATION, PLEASE READ CAREFULLY: All computer 
games are $60.00 each for Americans (including shipping), $80.00 each for 
Canadians (Fed. Tax & shipping included), and $65.00 each for purchasers 
outside North America (shipping included) . We will let cheques clear before 
shipping, so, money orders are preferred Please be sure to tell us which 
computer you own. Note that purchasers from outside of Canada should send 
payment in U.S. funds. Nova Scotia residents must add an extra 10% of the total 
for Provincial tax. 


(Continued from page 1 6) 


Indiana Jones and 
the Last Crusade 


the action sequences, the designers have optimized all the action 
interfaces for the keyboard. 

Perhaps, it is most significant that players have a chance of win- 
ning the game with a rating even more efficient than Indy’s ac- 
tions in the movie script. Some will wonder how there even is a 
game in a product based on a movie script. The designers admit 
that about 80% of the plot elements from the film are in the 
game, but note that only about 20% of the puzzle elements in 
the game came directly from the movie. The Games Division 
believes that there are actually better endings than the one util- 
ized the movie script and the project team feels that the game al- 
lows a better chance of attaining those optimal endings. In fact, 
the designers suggest that players will be able to get a higher 
score by solving the mental puzzles placed throughout the game. 

The graphics to this game are an improvement over previous 
graphic adventures from Lucasfilm. Both Indiana Jones and the 
Last Crusade and Loom (a fantasy role playing adventure from 
Brian Moriarity to be released in the Fall) utilized hi-resolution 
graphics on the IBM for the first time in a Lucasfilm graphic ad- 
venture. The graphics use a 1 6 color EGA palette, but the 
dithered effect used by the artist offers a feeling that there are 
more colors utilized. Further, the three-dimensional oblique over- 
head view utilized in the catacombs is magnificent. The character 
icon meanders through the tombs and the screen is dark except 
for the small portion of the oblique-view screen which lights up in 
proportion to the light from Indy’s flashlight. The effect is very ef- 
fective, as is the top-down view of Castle Brunwaldt’s interior. 

The game play, except for the endgame, flows at a leisurely 
pace with nice humor (Don’t miss the plaques and books in the 
ancient library!) and intriguing puzzles. We liked the puzzle which 
used a combination of three statues much like a Rubik’s Cube in 
order to open a passageway. We also liked the humor surround- 
ing the puzzle in the Berlin Airport. 

The endgame, with its climactic scenes in the Grail Temple, util- 
izes time constraints with no possible saves. This simulates Indy’s 
dilemma in the film and does it effectively. 

It is interesting to note that on at least one occasion the game 
includes a scene that was edited out of the movie. When, on the 
Zeppelin, Indy says to his father, "1 didn’t think they would fix the 
radio so soon", the scene to which Indy refers, (his "destruction" 
of the radio), was removed from the film. Only players of the Indy 
computer game get to see this scene. 

Indiana Jones and the Last Crusade is a project which offered 
significant risk to Lucasfilm. Previous games based on films, with 
the possible exceptions of The Three Stooges, Who Framed 
Roger Rabbit? and Aliens, have experienced significant sales resis- 
tance because they did not advance the motion picture ex- 
perience. If ever a company tried to move beyond the movie itself 
and add to the enjoyment of both film and game, however, 
Indiana Jones and the Last Crusade certainly has. CGW 
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* Control Pianos Options Setup Commands 



The GEnie™ service lets you 
take your best shots without shooting 
your budget That’s because our 
non-prime time rates are good and 
low. In feet, it’s just $6 an hour for 
1200 baud access* 

And that means more time for 
more fun and games. Exciting multi- 
les like Air Warrior, Stellar 
or, Orb Wars and Gemstone. 
Where you can test your skills 
against some of the best in the world. 



Plus enjoy classics like chess, checkers, 
backgammon, blackjack and Reversi. 
At rates so good you’re sure to come 
out a winner. 

And with GEnie signing up is as 
easy as one, two, three. 

(1) Set your modem for local echo 
(half duplex), 300 or 1200 baud. 

(2) Dial 1-800-638-8369. When you 
are connected, just enter HHH. 

(3) At the U # = prompt simply enter 
XTX99657, GEnie then RETURN. 


And have a major credit card or your 
checking account number ready. For 
information in the U.S. or Canada, 
call 1-800-638-9636. Or write 
GE Information Services, 401 North 
Washington St, Rockville, MD 20850. 



saw 


We bring good things to life. 



*Applus only m US Mun.-tn. 6HM-8AM local Itm and all tby Sal . , Sun. , and mtimud holiday. Subject In service iwaikl/iit). Some serma nuq be sukjed to a mnharge. Pnm effective Ma)- 1, 1989. 




Game Ratings Chart 


Computer Gaming Wc 


The Categories 

Strategy (ST): Games that 
emphasize strategic planning 
and problem solving. 

Simulation (SI): Games based 
on first person perspectives of 
real world environments. 

Adventure (AD): Games that 
allow you to take your alter 
ego through a storyline or 
series of events. 

Role-Playing Adventures 
(RP): Adventure games that 
are based on character 
development (usually 
involving attributes). 

Wargames (WG): Simulations 
of historical or futuristic warfare 
from a command perspective. 

Action/ Arcade (AC): 

Computer games that 
emphasize hand-eye 
coordination and reflexes. 


Top Role-Playing 



Top Simulation 


c. /o 

ri3 


STEfiLTH FIGHTER 


ADCRO PROSE 


No. Name 

Mfg 

Machine 

Cat. 

Avg # 
Resp. 

Rating 

1. Dungeon Master 

FTL 

ST,GS,Am 

RP 

95 

10.76 

2. F-19 Stealth Fighter 

MicPr 

1 

SI 

72 

10.01 

3. The Magic Candle 

Mndcrft 

Ap,I 

RP 

20 

9.90 

4. Romance/3 Kngdms 

Koei 

I 

ST.RP 23 

9.61 

5. Ultima V 

Origin 

Ap,I 

RP 

110 

9.56 

No. Name 

Mfg 

Machine 

Cat. 

Avg # Rating 

Resp. 


11. Bard’s Tale III EA 

Battles of Napoleon SSI 

13. Airborne Ranger MicPr 

14. Genghis Khan Koei 

1 5. Pool of Radiance SSI 

16. Battlechess Intrply 

King’s Quest IV Sierra 

18. NFL Challenge XOR 

19. Rocket Ranger Cnmwre 

20. Neuromancer Intrply 

21. Battletech Infocom 

Fire Brigade Panther 

Typhoon of Steel SSI 

24. Falcon SpHlbyte 

25. 688 Attack Sub EA 

Hostage Mndscpe 

27. Police Quest II Sierra 

Zany Golf EA 

29. Jack Nicklaus’ Golf Acclde 

30. Sword of Sodan Discvry 

31. Nobunacja’s Ambition Koei 

32. Carrier Command Rainbrd 

Panzer Strike SSI 

34. Silent Service MicPr 

35. TV Sports Football Cnmwre 

36. Arkanoid Dsc/Taito 

Wings of Fury Brdbnd 

38. Strike Fleet EA 

39. Leisure Suit Larry II Sierra 

40. Modem Wars EA 

41 . Manhunter Sierra 

42. Police Quest Sierra 

43. Starglider II Rainbrd 

44. Three Stooges Cnmwre 

45. Battlegroup SSI 

46. Abrams Battle Tank EA 

47. Tetris SpHlbyte 

48. Stealth Mission Sublogic 

49. Shiloh SSI 

Zork Series Infocom 

51 . Faery Tale Adv. Micrill 

52. Russia SSG 

53. Sentinel Worlds EA 

Techno-Cop Epyx 

55. WC Leader Board Access 


Ap,C, 

I 

Ap,C,l 

Am.l 

l,Gfs,ST 

I.M 

Am,C,l 

Ap,C 

Am, I 
Am,l,M 
Ap,C 
Many 

UST,' 

Am, I, ST 
C,l 

Am,GS 

1 

Am, ST, I 

Ap,C 

Many 

Am 

Many 

Ap 

Ap,C,l 

l.GS.ST 

Many 
Many 
Am, ST 
Am,C 
Ap,C 
1 

Many 

C 


z 


iny 

Many 

Ap,C 

I 

C 

Many 


RP 

WG 

AC 

ST,RP 

RP 

ST 

AD 

ST 

AC, AD 
AD 

RP 

WG 

WG 

SI 

SI, ST 
AC 
AD 
AC 

AC, ST 
AC 

ST,RP 

ACWG 

wd 

SI 

AC, ST 

AC 

AC 

WG 

AD 

ST 

AD 

AD 

AC 

AC 

WG 

AC, SI 

AC, ST 

SI 

WG 

AD 

RP 

WG 

RP 

AC 

AC, ST 


84 

33 

94 

29 

97 
43 
61 
86 
90 
31 

48 
22 
56 
61 

45 
26 
43 
31 
28 
27 

51 

49 
68 

257 

51 
69 

52 
79 
52 
24 

72 

98 
65 
68 
36 
31 

46 
36 
54 

218 

59 

61 

71 

23 

97 


9.18 

9.18 
9.17 
9.14 

9.03 
8.98 
8.98 
8.87 
8.86 
8.84 

8.77 

8.77 

8.77 

8.73 

8.67 

8.67 

8.65 

8.65 

8.64 

8.63 

8.53 

8.51 

8.51 

8.50 

8.49 

8.38 

8.38 

8.37 

8.31 

8.29 

8.25 

8.23 

8.22 

8.21 

8.19 
8.16 
8.13 
8.11 
8.09 
8.09 

8.07 

8.05 

8.04 
8.04 
8.00 


Be it known to all gentle persons that the named games on 
these rolls have been well spoken of by our readers over a 
goodly period of time. Therefore they have been enshrined 
in the CGW Hall of Fame as games of renown 
and worthy of play by all 
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yrld’s Top 100 Games 


No. 

6. 

7. 

8. 
9. 

10. 

Name 

Red Storm Rising 
Wasteland 

Project Stealth Ftr. 
Battlehawks 1942 
Might & Magic II 

Mfg 

MicPr 

FA 

MicPr 

Lucsflm 

NwWrld 

Machine 

C,I 

Ap,C,I 

C 

I,Am,ST 

Ap 

Cat. 

SI, ST 
RP 

SI 

AC,SI 

RP 

Avg # 
Resp. 

48 

116 

26 

57 

47 

Rating 

9.47 

9.47 

9.44 

9.43 

9.24 

No. 

Name 

Mfg. 

Machine 

Cat. 

Avg # Rating 

Resp. 

56. 

Leather Goddesses 

Infocom 

Many 

AD 

136 

7.99 

57. 

Breach 

Omntrnd 

ST,Am,M 

ST,RP 

114 

7.98 

58. 

Enchanter 

Infocom 

Many 

AD 

115 

7.97 

59. 

Jordan vs. Bird 

EA 

C,l 

AC 

47 

7.96 

60. 

Wizardry V 

Sir-Tech 

Ap,l 

RP 

43 

7.88 

61. 

Eternal Daqqer 

SSI 

Many 

Ap,C 

RP 

72 

7.85 

62. 

Rommel 

SSG 

WG 

20 

7.80 

63. 

Halls of Montezuma 

SSG 

Ap,C,l 

WG 

44 

7.75 

64. 

Anc.Art War Sea 

Brdbnd 

ST,WG 

108 

7.74 


Phantasie III 

SSI 

Many 

RP 

105 

7.74 

66. 

Phantasie 

SSI 

Many 

RP 

147 

7.69 


Star Saga I 

War in Middle Earth 

MstrPly 

Many 

AD 

41 

7.66 

68. 

Mlbrne 

Many 

ST, AD 

57 

7.65 

69. 

Bard’s Tale II 

EA 

Many 

I 

RP 

166 

7.64 

70. 

Grand Prix 

Acclde 

AC 

46 

7.63 

71. 

Sorcerer 

Infocom 

Many 

AD 

71 

7.62 


Spellbreaker 
wizard’s Crown 

Infocom 

Many 

AD 

93 

7.62 


SSI 

Ap,C,l 

RP 

133 

7.62 

74. 

Dec. Battles III 

SSG 

K 

WG 

23 

7.57 


Hitchhiker’s Gde. 

Infocom 

AD 

198 

7.57 

76. 

Demon Stalkers 

EA 

C 

AC, AD 

57 

7.54 

77. 

Shadowqate 

Mndscpe 

Am,l,M 

AD 

66 

7.53 

78. 

Quarterstaff 

Infocom 

M 

RP 

23 

7.52 


Wishbringer 

Infocom 

Many 

Ap,C 

AD 

81 

7.52 

80. 

Legacy Ancients 

EA 

RP 

134 

7.50 

81. 

Planetfall 

Infocom 

Many 

AD 

139 

7.49 

82. 

Battlecruiser 

SSI 

Ap,At,C 

Many 

WG 

42 

7.48 

83. 

Reach for Stars 

SSG 

ST 

38 

7.45 

84. 

Autoduel 

Origin 

^any 

C,I,ST 

RP 

175 

7.44 ■ 

85. 

Bard's Tale 

EA 

RP 

81 

7.43 


Heroes of Lance 

SSI 

AC, AD 

77 

7.43 ; 


King’s Quest 11 
Defender of Crown 

Sierra 

Many 

AD 

115 

7.43 

88. 

Cnmwre 

Many 

AC, ST 

253 

7.39 


Steel Thunder 

Acclde 

c 

AC, SI 

41 

7.39 

90. 

Lode Runner 

Brdbnd 

Many 

AC 

124 

7.36 

91. 

Micro Leaque BB 

MicLq 

Many 

1 

ST 

137 

7.32 

92. 

Zak McKracken 

Lucsflm 

AD 

48 

7.31 

93. 

Times of Lore 

Oriqin 

Ap 

RP 

63 

7.29 

94. 

Crusade in Europe 

MicPr 

Ap,At,C 

WG 

81 

7.25 


No. Atlantic ’86 

SSI 

Ap,M 

WG 

40 

7.25 


Paladin 

Omnitr 

Am, ST 

ST,RP 

71 

7.25 


Space M+A+X 

Star Fleet 1 

Final Fr. 

1 

ST 

28 

7.25 


Interstel 

Many 

fr 

ST 

177 

7.25 


War in So. Pacific 

SSI 

WG 

53 

7.25 

100. 

PT-109 

SpHolo 

SI 

36 

7.22 



Strategy 

Kampfgruppe 

Gettysburg 

M.U.L.E. 

Mech Brigade 
Chessmaster 
War in Russia 
Empire 

Earl Weaver Baseball 


Action/Adventure 

Ultima IV 
Wizardry 
Starflight 
Gunship 
Ultima III 
Might G Magic 
Bard’s Tale 
Pirates 


Top Strategy 





Top Action/Arcade 



Top Adventure 



Top Wargame 
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The blitzkrieg that Hitler unleashed resources for production or advanced || 
in 1939 swept across Europe like a research; move armies across the map™ 

terrible storm. Now SSI has designed to conquer territory; mount amphib- M 
a fast, exciting game that allows you ious landings; launch huge U-boat 
to simulate the entire war on a grand campaigns; carry out strategic bomb- 
strategic scale — in as short as one ing strikes against enemy production , 
evening! centers; send raiding fleets against ™ ! 

Storm Across Europe” lets you opposition shipping,- and drop para- i 
control every facet of the war. Allocate troop forces on enemy positions. , , j| 



■ COMMODORE 64/128 
Coining in late 1989: IBM PC 
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Multiple scenarios and the 
ability to change starting 
levels for each country allow 
for endless variations. Up to 
three players can play this 
game, with the computer 
controlling the Allies and/or 
the Russians. 



German forces poised for the 
invasion of France. 



The overall strategic view of 
Europe and North Africa. 


o.u 


T 


<NAME> 
1ST ARMY 
2N0 MANY 
3M ARMY 
HTH ARHY 
1ST PNZR 
5TH ARMY 
6TH ARMY 


ACTIVE 

ACTIVE 

ACTIVE 

ACTIVE 

ACTIVE 

ACTIVE 


?TH ARMY INACTIVE 
2ND PNZR INACTIVE 
3RO PNZR INACTIVE 
STM ARMY INACTIVE 
9TH ARHY INACTIVE 
1ST SS INACTIVE 
2NO SS ACTIVE 
SS PNZR INACTIVE 


PRESS THE TRI6CER TO CONTXNOE 


<LOC] 

16? 

17* 

1V1 

ITS 

163 

168 

162 


Review each army's strength 

AND EFFICIENCY. 



Obtain industrial capabilities 
FOR EACH AREA IN EUROPE. 


TO ORDER: Visit your retailer or call 
1-800-245-4525 to charge onVISA/MC. 
To receive SSI's complete product cat- 
alog, send $LOO to: SSI, 675 Almanor 
Avenue, Sunnyvale, CA 94086. 


STRATEGIC SIMULATIONS, INC. 


©1989 Strategic Simulations, Inc, 
All rights reserved. 









Review 


s I crawled through the win- 
dow and prepared to launch 
an assault on my opponent’s 
back, the only sound to be heard 
was my own heartbeat and the dis- 
tant clicking of my computer keys. / 
slipped quietly around the corner, 
slinking cat-like until I spotted his 
unsuspecting figure silhouetted 
against the window. There he was, 
a brightly illuminated 
upper case letter. / 
opened up with my 
semi-automatic rifle and 
the enemy fell back- 
ward, an obscene foun- 
tain of crimson gushing 
from his chest. His letter 
was reduced to lower 
case and its luminosity 
faded. My radio 
crackled as a hostile 
message assaulted my 
ears. The screen printed, 

"RA3: Sneaky dog!" A tor- 
rent of verbiage escaped 
me in response. I rapidly 
typed "/RA 3 Turn about, 
you know, fair play!" The 
radio crackled again, 

"RA3: What would you 
know about fair play?" 
printed on my monitor 
screen and brought a 
chuckle to my throat. 

Sniper!, CompuServe’s telecommunications 
version of the popular TSR board game (man- 
to-man combat in World War II), does not 
seem, at first glance, like it would be as inter- 
esting or addictive as it actually is. Initially, the 
use of text characters to simulate a game map 
and counters caused me to feel like I was playing a public 
domain version of a board game translated to the computer. 

Once I started to play, however, 1 discovered a new universe of 
gaming. Since, in Sniper, players compete against what Dan Bun- 
ten calls the "Real I" (human intelligence), as opposed to "AI" (ar- 
tificial intelligence), there are plenty of surprises. Since the 
mainframe computer back in Columbus handles the "stack" of or- 
ders, there is seldom any lag time, players are almost constantly 
entering commands. Because of the way the mainframe handles 
the "stack," there is no real advantage for users at higher baud 
rates over the lower baud users (this problem occurs in Islands of 
Kesmai and other telegames from time to time). Further, since 
the "/RAdio" command allows players to communicate with each 
other, there is a comradery that develops (especially among 
regular opponents). Indeed, some players will use the "/REcon" 
command to scout prospective opponents by observing a game 
prior to playing them and several players will "debrief at "Steve's 
Saloon and Salad Bar" (the meeting area for the game) to dis- 
cuss tactics, dispense congratulations, or fling insults after the 
games. 


Players type in commands for their 
men using "/xx" commands like /MO 
for "Move," /SI for "Sight," /FI for 
"Fire," and /EV for "Evade." The ob- 
ject of the game is usually to survive 
while wreaking havoc upon the 
enemy. In "Patrol" scenarios, one 
must have his men touch the 
opponent’s baseline (Victory Point 
Area) and return to his own 

baseline without being 
destroyed. In "Infiltrate" 
scenarios, one squad 
tries to get past the 
enemy’s baseline, while 
the other tries to stop 
him. Naturally, one 
wants to "waste" as 
many of his opponents 
as possible while keep- 
ing his own casualties to 
a minimum. 

The program deter- 
mines line of sight (LOS) 
and does not allow the 
opposing player’s men 
to appear on the screen 
until they are visible to 
one’s own men. Even 
though the terrain is 
marked by ASCII charac- 
ters, players will learn 
how to use stone walls 
(o), exterior walls (#), 

hedges (n) and rough areas (@ and &) to their 
advantage. These terrain features not only af- 
fect LOS, but they also affect the potential for 
hitting and causing damage. Some of the 
more experienced players on the system (D.J. 

II and Leinafets, for example, watch out for 
them) actually play solo games in which they 
switch sides back and forth in order to scout machine gun posi- 
tions and potential sites for ambushing opponents. 

Although the game is addictive, challenging, and stimulating as 
it now stands, one of the best points to on-line games is that 
they can be revised without having to send an update to every 
player. Once the software at the mainframe is updated, everyone 
plays the new version. 

Here are a few of the changes which this reviewer would like to 
see implemented. First, since the game is keyboard driven, it 
would be nice to have a "Repeat last action" macro. This could 
save lots of keystrokes. Second, it would be nice to order units to 
fire immediately upon sighting the enemy. The problem is that 
once soldier #6 sights one or more active enemy units, a 
separate /DS ("Display Sighting") command must be typed in 
before one can know where the potential target actually is. Third, 
it would be very helpful if players could define macros for the 
most used commands ("Move," "Sprint," "Sight," and "Fire") rather 
than having to input the three keystrokes plus unit number plus 
direction each and every time an order to given. 
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In addition, the intensity of each game is enhanced by the fact 
that players earn rank points for each mission they play and 
these points apply toward a promotion. Whenever a player enters 
the "saloon," he is identified by rank. This makes it simple to find 
an opponent at roughly the same skill level as oneself. It also of- 
fers an incentive to play well (and play often). The most effective 
players are listed in an on-line Hall of Fame which further in- 
creases the incentive to perform well. 


Sniper! on CompuServe is a fascinating social experience and 
stimulating competition. It has certainly changed this reviewer’s 
mind about "real-time" games (I used to hate them!). Now, in- 
stead of being a quiche-eater (see CGW #56, p. 35), I’m ready to 
take command on a "real-time" battlefield. Now, where’s that 
Modem Player’s Challenge Guide (An On-Line Directory of Op- 
ponents for Telegamers provided by CompuServe)? CGW 
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B reathing hard, you peer 
over the rubble in front of 
you toward the opposing 
hill. The shelling has finally 
stopped, and the sound of enemy 
armor is getting louder. Your own artillery’s 
counterbattery fire sails overhead, piercing the 
sky with a sound like ripping silk. 

Suddenly, the tanks aind APC’s appear from 
the trees, racing toward you and your men. 

Grabbing the radio microphone, you lean 
against the muddy wall of your foxhole and 
order the einti-tank units to fire while your 
second-in-command calls in the assault helos. 

The Battle Begins! 

The scene described above could have oc- 
curred in any of the world's trouble spots of the 
past couple of decades or might yet happen in 
the Europe or Mid-East of the 1 990’s. Now, war- 
gamers can try their own hand at a modern 
land warfare simulation fought at bat- 
talion/regimental-level. In Overrun!, players ex- 
perience the fine art of command and control. 

The game system itself is derived from the Pan- 
zer Strike/Typhoon of Steel system, with 
modifications made due to the technological ad- 
vances of the past 50 years. Additions include 
helicopters, reactive armor, HEAT vs. Kinetic Ener 
gy weapons, thermal sights, and non-line of sight 
weaponry. Forces are available from the (J.S., the 
(J.K., France, West Germany, Israel, Iraq, Iran, the 
Arab states, the Warsaw Pact, and the Soviet 
Union. Combat may be simulated for the '56, '67, 

73, and later Arab-lsraeli conflicts as well as near-future 
European conflict. With some effort, almost any land battle in the 
past 35 years, either real or hypothetical, can be simulated. The 
game, which comes with a disk for each theater of operations 
(Europe and the Middle East), is a feast of detail and delight for 
raw recruits to wargames and veteran gamers alike. 

The game scale is small, with each icon representing either a 
single vehicle or a single squad/team and each turn representing 
one minute of combat. The units available are varied and 
numerous. SSI has resisted the temptation of loading the game 
up with only the latest and greatest in killing machines. Each 
side, whether Red or Blue, has an assortment of platforms and 
weapons ranging from WWII holdovers to those being fielded in 
the next few years. 

The battlefield is represented by a map consisting of up to 3600 
squares in a 40 x 90 layout. This grid of squares, each of which 
denotes a 50 yd. x 50 yd. area, can contain any of 60 terrain 
types. Also, combat can change the terrain. Weapons fire can 
change a building to either a burning building or a pile of rubble. 
Trees and fields can be set afire, with the appropriate effect on 
field of view and movement. Finally, artillery can create large 
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depressions in the ground, which 
can slow you down at the most in- 
opportune time. 

Command and Control 

As in the real world, plans rarely 
survive first contact with the 
enemy intact. However, it is 
paramount that the commander 
have a firm idea of how he is to 
employ his forces so as to maxi- 
mize the use of the (relatively) few 
orders available. Complicating this 
is the fact that, while all units 
have radios, they can randomly be 
made "Out of Command/Control", 
simulating the effects of enemy 
jamming and the fact that things and people 
just get confused at times. 

Just as losing your head can have a disastrous 
personal effect on you, losing an HQ can result 
in turning the tide of a battle. When a forma- 
tion HQ is destroyed, all units in that formation 
are transferred to computer control for the 
remainder of the scenario. Then, they execute 
orders according to the computer's battle plan, 
not yours. For this reason, it is wise to protect 
you HQ’s. Should an HQ which also has subor- 
dinate HQ’s under it be destroyed ALL of the 
subordinate HQ's will be out of command/con- 
trol, although their subordinates will not be af- 
fected. This prevents the subordinate forma- 
tions from utilizing the All-Units mode. 

Advances! 

Overrun ! reflects many of the advances made 
in modern warfare since WWII. Gary Grigsby 
has incorporated helo-borne assaults, improved 
artillery systems, armour advances, air defense, 
and Anti-Tank Guided Missiles (ATGM’s) into a sig- 
nal package. 

Air Assault: Helicopters have changed the nature 
of the battlefield. Serving as transports or roving 
marauders, these deadly craft can turn the tide in 
a battle. In OVERRUN!, a variety of different helos 
are available, including the new Soviet HAVOC at- 
tack chopper. Each helo can be armed with a wide range of 
weapons. Transport helos, such as the HIP of HUEY, can 
transport infantry squads and teams. There is no provision, how- 
ever, for the airlift of vehicles. 

Fire Support: The Overrun! system allows off-map artillery to 
change states, reflecting the improvements in fire-control and fire- 
detection. Each off-map artillery unit can be in one of four states: 
Off-Map, Destroyed, Relocating, or counter-battery. The relocat- 
ing state simulates the act of physically relocating a unit to 
prevent successful counter-battery fire on the part of the enemy. 
Counter-battery fire may be ordered to attack an opponent's off- 
map artillery. 

Armour: New advances in armour are reflected by the rating of 
each unit in terms of its resistance to either an Armour-Piercing 
(AP) or High Explosive-Anti-Tank (HEAT) attack. In addition, 
penetration is randomly adjusted to simulate striking the armour 
at an angle, which would increase the effective thickness of the 
armour. Reactive armour has also been included for some 
vehicles. 

Air Defense: Both Anti-Aircraft Artillery (AAA) and Surface-to-Air 
Missile Systems (SAMS) are provided to defend against enemy 
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helos. The AAA systems are all self-propelled. SAMS are provided 
in both the mobile and (Afghan admired and Soviet feared) hand- 
held variety. 

ATQM’s: Overrun . 1 contains all of the major ATGMS currently 
held by the armies represented. Proposed systems, such as the 
Fiber Optic Guided-Missile (FOG-M) are also supplied to gaze into 
the future. ATGMs may be used for anti-armour or assault pur- 
poses. 

Overall, these new features to the Panzer Strike system allow 
the electronic warrior to simulate the 
problems encountered by today’s combat 
commander. 

Retreats! 

Even though Overrun ! is a superb simula- 
tion of modern land warfare, several "shots" 
appear to have missed the target. The first 
and foremost of these is the documenta- 
tion, which is atypical of SSI. Some of 
these are: 

1 . Nowhere is the player told that helos 
will automatically shift to Fly Slow in order 
to fire. The fact that this occurs also con- 
tradicts the combat penalties listed for the various helo states. 

2. Although FOG-M is said to be able to attack vehicles beyond 
the line-of-sight, the rules do not cover the criteria and adjust- 
ments for this capability. 

3. Entire units are missing from the Order-of-Battle (Marine 
squad, LT-MG, and 60mm Mortar). 

4. In the organization table for the Blue Mid-East force, the 
Marine Co and the LAV SPT PLT are mixed, effectively eliminat- 
ing the LAV SPT PLT from the documentation. 

5. Blue Mid-Est formation 31, the LAV -AT PLT, does not exist in 
the software. 

8. Depending on whether you are in the European or Middle 
Eastern Theater, the M60A3 may or may not have thermal sights. 

9. The Hummer is not available in Europe! 

As for game play itself, the following problems may be noted: 

Artillery: The human player can only change the state of his off- 
map artillery in all units mode and only when unit "0" is also an 
artillery piece. This is not in the documentation, and greatly hand- 
icaps you when playing the "Breakthrough at Neukirchen" 
scenario. 

Gnit Fire Control: In the game, the fire control characteristics 
are tied to the platform and not the weapon system mounted 
upon it. This results in some severe limitations. 

With the air defense rating of a unit tied to the platform the 
player is prevented from constructing a Bradley-based ADATS 
unit (which is what the Army is currently buying) or placing 
Stingers on helos (which is also a contemporary effort). This 
restricts the player to only creating unit variations which do not 
change the overall nature of a unit (such as from an APC to a 
SAM platform). 

Typing the fire control rating to the platform also results in the 
complete exclusion of FOG-M from the European Theater since 
no FOG-M platform is made available. 

Reactive Armour: The game allows small arms fire to eliminate 
reactive armour boxes. While reactive armour would be affected, 
to a degree, by small caliber, rounds the equal weight given to an 
M-16 and a 120mm gun is not realistic. 

Command and Control: As in Panzer Strike, once a formation 
HQ is destroyed, the rest of the formation is on their own. While 
this may (or may not) be true of Soviet, Warsaw Pact, and some 


Arab forces, it can hardly be considered fact among western ar- 
mies. In actual combat, command and control would be re-estab- 
lished by the next unit down in the formation's chain of com- 
mand. A much more realistic method would be to have a random 
delay before control was re-established, rather than jut chopping 
off the head. 

Movement: Cnits in a formation will slow down if other mem- 
bers of the unit are fired upon. While this is realistic when units 
are closely grouped, it occurs here no matter how dispersed the 
formation is. One APC does not slow down just because another 
APC 2000 yards away takes some fire. 
Tanks being given individual orders do this 
even less. I had an ABRAMS killed while 
repositioning it because its partner was 
giving covering fire and receiving fire itself. 

It should have taken cover like I ordered it 
to at full speed (it was not heavily sup- 
pressed). 

Missile Fire: Missiles can only be fired on 
the third pulse. This is my most serious ob- 
jection to Overrun!. Limiting the time of 
firing totally negates the incredible utility of 
these weapons, especially ATGMs, by allow- 
ing the direct fire units to clobber the mis- 
sile units. As a turn is supposed to simulate 60 seconds, it is un- 
realistic to assume that target acquisition and weapons loading 
take forty of those sixty seconds. A good ATGM team can fire 
very quickly indeed (or else they DIE)! A ATGM-equipped vehicle 
such as the M-901 ITOW, with its two ready rounds, can easily 
fire sooner than 40 second after target selection, not to mention 
the abilities of the Apache or Cobra! This, in my opinion, should 
have received more attention, even if it had meant delaying the 
release of the game. Finally, the SONGSTER gun/missile system 
of the T-64B and T-80 is not provided, although it is probably 
deployed. 

Optics: Overrun! incorporates the advancement of thermal 
sights. However, not enough units have them (compared with the 
data to be found in standard references such as JANE’S). Night- 
fighting would have been nice, also, reflecting the challenges of 
the 24-hour battlefield. If the designers wanted to keep the dis- 
tribution of thermal sights down in order to portray different eras, 
they could have included its selection in the construction set 
routines. 

Combat Support 

When 1 discovered the various anomalies in Version 1.0 of Over- 
run!, I provided SSI with a listing. They immediately set to work, 
seeking answers to my questions and investigating my findings. 
This is a credit to the professionalism of SSI’s staff. Instead of 
hemming and hawing, SSI investigated each and every issue and 
provided a reply, both written and oral. 

All of the documentation problems will be corrected in the next 
production run. SSI will exchange your original documentation 
once they have the new edition in stock. Likewise, Version 1.1 of 
the software will correct most of the problems/gripes and will also 
be available for exchange by sending the ORIGINAL disks in. The 
release dates for these updates are pending. 

After-Action Report 

All things taken together, Overrun! gives you your money's 
worth. I would heartily recommend buying a copy. None of the 
problems addressed above keep it from being a challenging, 
rewarding, and immensely enjoyable game. Veterans of Gray 
Grigsby’s other games will find Overrun! to be on, or above, the 
level of Mech Brigade, a member of the CGW Hall of Fame. Raw 
recruits to the arena of computer wargames will quickly learn the 
ropes. Overrun! has my vote for Wargame Of The Year! CGYV 
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Game Hints 


S o, here we are in the middle of 
summer again (doesn’t it seem 
that this year is moving by rather 
quickly?). As usual, Fred is counting the 
days to next month’s annual Grue Con- 
vention, so he’s a little absent-minded 
right now. Wake up, Fred! 

We have some thirsty cus- 
tomers here! That’s better. 

And now that you’re settled 
in with refreshments at hand, 
we can delve a little into a 
mystery. 

"The Scoop” is a murder 
mystery, set in the 1 930’s, 
and based on a novel written 
by members of the London 
Detection Club (an associa- 
tion of mystery writers, of course, 
headed by Agatha Christie). Since I 
don’t have the book, I can’t say how 
closely the game follows the novel or if 
reading it will be of any help in solving 
the game. However, from the way the 
adventure is set up, it’s very likely that 
reading the book wouldn’t be of too 
much assistance. 

This is a graphic adventure, totally 
menu driven. You manipulate either a 
male or female figure (your choice) on 
the screen and use the available menu 
commands to perform actions such as 
examining objects, taking or dropping 
them, listening in on conversations (al- 
ways fun!), etc. 

The Apple graphics, by the way, are 
done primarily as black and white draw- 
ings, with some color on the close-up 
pictures of people when you talk to 
them. Although simple in design, the 
close-ups manage to convey a surpris- 
ing amount of personality. 

Talking to people is also menu- 
driven and somewhat limited in form. 

You can ask what’s on their mind, where 
they were on certain days, what they 
know (or think) of other people in the 
game, or you can show them an item 
from your inventory to see what their 
reactions will be. There is no way to bring 
up any other subjects or to question 
them on anything specific (new items do 
not appear on the menu as a result of 
conversations). 

Okay, so here you are, hot-shot crime 
reporter for the London Daily Courier. 
Well, actually, maybe not so hot-shot, 
since you were just elevated to your new 
position from the cheery task of writing 
obituaries. Things are not good for the 
Courier these days. They’ve been losing 
too many good stories to the rival Morn- 
ing Star and its top reporter, Denis Oliver. 

You are the Courier's last hope. If you 
can bring in a big "scoop," the paper will 
be saved. If not, well, you can go back to 


writing obituaries . . . provided, of course, 
the Courier stays in business (which is 
doubtful). 

At the moment, all London is buzzing 
over the murder of one Geraldine Tracey, 
found stabbed to death in her bungalow 


in the suburbs of Brighton. Her husband, 
as well as the murder weapon, are suspi- 
ciously missing. Hmmm. 

nevertheless, this death is over- 
shadowed by another. It seems the Morn- 
ing Star sent a reporter to cover the 
story, and now he has just been found 
stabbed to death in a phone booth at Vic- 
toria Station. This is where the game 
begins. 

Your boss, Mr. Wrightwell, sends you off 
on Monday night to see what’s going on 
at the station. This is where you first 
meet Denis Oliver, as well as the Scot- 
land Yard man in charge of the case, In- 
spector Smart. 

Because of various time constraints 
(more on that in a bit), there isn’t much 
you want to do here now except listen to 
the conversation between Smart and 
Oliver. After that, a quick trip home and a 
good night’s rest are in order. 


The game is heavily time-dependent in 
many ways. Travel, for example. You can 
take trains or buses to various destina- 
tions, but they always leave on the hour, 
and take one hour to reach wherever it is 
you're going. So if you arrive at Victoria 
Station at, say, 2:01 PM, 
you'll have to wait until 3 PM 
to catch the next train, which 
in turn will not arrive at its 
destination until 4 PM. 

You also need to sleep, and 
this can be frustrating at 
times. The game will not let 
you go to bed before mid- 
night, however much you 
may want to. Since you al- 
ways sleep for seven hours, 
this means you can't get up any earlier 
than 7 AM. It also means that, if you 
go to bed later, you will get up later, 
and may miss something important in 
the game. 

Characters in this game move 
around, they do not always stand in 
one spot waiting for you to show up. 
Also, certain items may or may not be 
in a certain location, depending on 
the day and time. Obviously, then, you 
will be doing a lot of running around 
hither and yon, so keeping an eye on 
the clock is of extreme importance. 

That’s why you want to go to bed 
early on Monday night. You can’t af- 
ford to miss the inquest at Brighton 
on Tuesday morning. You meet 
several important suspects and get to 
hear their evidence in regard to the 
Tracey murder. This also opens up 
some new areas to visit, as you can’t 
go anywhere until you have learned 
about it while playing the game. 

For a game of this nature, with its 
multiple lines and dynamic aspects (those 
characters really do move around!), it's 
impossible to give any specific hints 
without giving a lot of the mystery away. 
So instead, I’ll run down a list of tips and 
caveats to help you keep moving along 
(read the manual, too ... it also has 
some handy hints). 

It is good to save the game after the in- 
quest. You are pretty much on your own, 
then, with many options as to where to 
go next. Some avenues of investigation 
are worthwhile, others aren’t. Since you 
could easily miss something interesting 
or important, it’s better to have a save 
position to return to, rather than having 
to replay the game. 

In fact, you should try to make saves at 
various strategic points in the game, just 
so you aren’t forced to replay from a 
much earlier position. Of course, the trick 
(Continued on page 37) 
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Amiga Screens 
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P.O. Box 57825 • Webster,' T3h*7598 
(713)486-4163 


For the IBM PC & compatibles, Amiga, 
Atari ST: $45.00. 

TO ORDER: 1) Visit your retailer^,, 
2) Call 800-245-4525 for VISA/MC 
orders. Outside USA & Canada, call 
415-571-7171. 3) Send dheck/money 
order to ELECTRONIC ARTS Direct 
Sales, P.O. Box t530, SaiM^Bo, CA 
94403. Add $5 stfjping 
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Survey 


Is VGA 
Worth It? 


S ome gamers want to 
have state of the art 
systems and other 
gamers want to play on the 
least common denominator 
system. Most IBM software 
publishers are still supporting 
the CGA (Color Graphics 
Adapter) card as the bottom 
end of the spectrum, but the 
top end continues to expand. 

EGA (Enhanced Graphics 
Adapter) cards and monitors are relatively 
standard in the entertainment software 
market, but VGA (Video Graphics Array) 
and MCGA (Multi-Color Graphic Array) 
offer more colors (256 in the palette) and 
higher resolution than its predecessors 
(usually a minimum of 640 pixels x 480 
pixels, but VGA only provides 320 x 200 
resolution when more than 1 6 colors are 
used). 

The question most gamers are asking 
is, "Will it really enhance my enjoyment of 
computer games that much to purchase 
a VGA board and analog monitor?" The 
answers are somewhat more complex. 
The larger color palette certainly enriches 
the artwork utilized in the game and the 
higher resolution makes IBM compatible 
games look comparable to the Amiga or 
Atari ST for the first time, but the price 
tag is relatively hefty. CGW looked at two 
multiscanning monitors, both priced near 
$700 retail (the Compaq Video- 
Graphics Color Monitor and the Mit- 
subishi XC1429C). By the time a gamer 
adds a VGA card to take advantage of 
that monitor (we looked at the Willow 
Peripherals VGA-TV card, priced at 
$699, and Video Seven Vega VGA, 
priced at $499), that can cost upwards of 
$1400 to enhance an IBM compatible. 

Further, until recently, many games 
which advertised their VGA compatibility 
actually ran in EGA mode. Now, 
Electronic Arts is supporting MCGA, a 
subset of VGA, which allows for a 256 
color palette, with approximately six 
products by the end of 1 989; Activision 
has approximately seven to eight VGA 


products under development for release 
in 1 989 (not all will make full use of the 
available palette, but most will); 
Microprose is experimenting with VGA 
graphics on F-15 Strike Eagle II and 
Sujord of the Samurai, Microillusions 
will offer Questmaster I with VGA 
graphics by mid-summer, and Spin- 
naker has already released Quadralien 
and Stargoose in VGA format (they look 
great!). 


Monitors: 

The Compaq Video Graphics Color 
Monitor has a lower dot pitch (.31 mm.) 
than the standard IBM PS/2 Color Display 
Model (.41). Since the lower pitch (which 
measures the space between pixels) 
provides for higher resolution, the Com- 
paq is an excellent selection for gamers. 
The colors tend to be more pale than the 
Mitsubishi we compared it to, but this 
made for an advantage in viewing the sky 
in F-15 Strike Eagle II, as we were able 
to see more of the variation in the color 
palette used in the sky. On the other 
screens, however, the colors were not 
quite as rich as those on the Mitsubishi 
monitor. There was no problem with 
ghost images due to persistence of 
screen phosphors and the inclusion of a 
tilt and swivel stand as standard equip- 
ment was a welcome bonus. (Circle 
Reader Service Card #16) 

The Mitsubishi XC1429C is a sturdy 
monitor which displays very rich colors. 
The .28 mm. dot pitch makes for par- 
ticularly precise on-screen resolution and 


there is no trace of ghost im- 
ages when the screen 
refreshes. This monitor par- 
ticularly shines on darker 
palettes like the screen from 
Budokan, an Electronic 
Arts release currently under 
development. The tilt and 
swivel stand is optional. 
(Circle Reader Service Card 
#17) 


VGA Boards: 

The Video Seven Vega VGA board of- 
fers excellent value at a suggested retail 
price of $499. Gamers who use their 
machines for Windows/386 applications, 
as well as entertainment, will find that the 
Vega VGA not only supports those ap- 
plications, but is also fully compatible 
with CGA, EGA, MDA, and Hercules 
programs. Cinder some circumstances, 
the board supports 720 x 540 or 800 x 
600 resolution with a 1 6 color palette in- 
tact. We observed no visible flicker or per- 
sistent eyestrain when using this card. 
(Circle Reader Service Card #18) 

Willow Peripherals VGA-TV is unique 
in that it not only supports VGA 
monitors, but offers an NTSC output that 
enables players to run VGA color on a 
standard television monitor. This feature 
explains the higher price tag. To use VGA- 
TV with a television requires some pin 
movement on the board itself, but once 
the adjustments are made, it works like a 
"real” monitor. The highest resolution is 
the standard 640 x 480 screen. Our only 
reservation revolves around a slight flick- 
er due to the way the board handles inter- 
lacing. Some of us at CGW quickly be- 
came used to the flicker so that we didn’t 
notice it, but others were continually 
bothered by it. (Circle Reader Service 
Card #19) 

De gustibus non est disputandum. 
(Translation: You have to decide for your- 
self or more literally, 'With regard to 
taste, there is no argument.") CGW 



EA's Budokan on the 
Mitsubishi XC1429C and 
Video Seven Vega VGA Board 



Activision's Tongue of the Fatman on the 
Compaa Video Graphics Color Monitor 
and the Willow VGA-TV card 
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Compaa Video Graphics Color Monitor 
ana the Willow VGA-TV card 
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ON A COMPUTER NEAR YOU 



IBM 

APPLE II 

MAC 

C64 

AMIGA 

ATARI ST 

SCRABBLE 

$39.99 

$39.99 

$39.99 

$29.99 

$39.99 

$39.99 

MONOPOLY 

$39.99 

DEC 


$29.99 

$39.99 

$39.99 

RISK 

$39.99 

$39.99 

$39.99 

$29.99 

$39.99 

$39.99 

CLUEMASTER DETECTIVE 

$39.99 

$39.99 


$29.99 

$39.99 

$39.99 



.Leisure 

Genius 


Distributed by:- VIRGIN MASTERTRONIC INTERNATIONAL Inc. 
711 West 17th Street, Suite G9, Costa Mesa, California 92627 U.S.A. 
Telephone (71 4) 631-1 001 Telefax (71 4) 631 -1 004 



Wd like to show 
you more of the game, 
but this isa 
family magazine. 



CHEAP THRILL: 

To order a preview disk, 
send a check or money 
order for S3. 75 (514" 
disk) or S4.25 |354" 
disk), (Canada add 50C) 
to: Omnicron Conspiracy 
Preview Disk, Mail Code 
089, 2995 Woodside 
Rd., Suite 400-383, 
Woodside, CA 94062. 
Offer expires 12/31/90. 
Specify: IBM 5!4" or 3&" 


You'll be tempted with cheap booze, wild sex and mind- 
altering drugs. You'll be chased across six planets by 
crazed religious cultists, vicious droid assassins and 
horny women. You'll have the time of your life. 


OMNI CRON 



EPYX 

LOOK FOR IT. 


LICENSED FROM FIRST STAR SOFTWARE, INC. IBM PC and compatibles. Omnicron Conspiracy is a trademark of FIRST STAR SOFTWARE, Inc. © 1 989 FIRST STAR SOFTWARE, Inc. © 1 989 Epyx, Inc. 





Review 


B allistix is a sport played in a tiled arena, surrounded 
by a wall of skulls. The audience is a raucous band of 
demons, skeletons, and undead. All are seeking their 
brand of excitement. It is the player’s job to provide the ac- 
tion, maneuvering a lightning-fast mirrored marble about the 
arena, blasting it with silver balls, and avoiding obstacles 
until the perfect shot can knock the marble (termed a 
"puck") into the goal. 


While the basic idea is an old one, Psygnosis has done an 
excellent job of providing a fast-paced, pure action game. 
The concept is simple, but the game and its execution are 
not. As usual for this company, the graphics are extremely 
well-rendered, fast, and engaging. The colorful and 
humorously macabre arena background scrolls quickly and 
smoothly, although it can only be spared a few glances in 
the heat of the action. 


The feel of the game is a mix of billiards, marbles, pinball, 
hockey, and similar sports. In the basic game, the player con- 
trols a small arrow, which can be moved about the game 
field. There are goals at either end of the arena, one to be 
defended and the other as a target. By pressing the button 
on the joystick, small balls are shot from the arrow in the 
general direction of the puck. Through careful maneuvering 
and aiming, it is possible to knock the puck into the oppos- 
ing goal. Adding some spice, the floor tiles of the arena are 
sometimes transformed into targets, providing bonus points, 
goal shields, or other surprises. To further add to the chal- 
lenge, there are 130 levels of game play (50 for the one- 
player game, 80 for the two-player version), each repre- 
senting a different arena, complete with its custom 
obstacles. There are rubber bumpers, explosive mines, pools 
of acid, tunnels, and other hindrances to the player’s 
progress. 


Doubles, Anyone? 

The one-player and two-player games offered in the pro- 
gram are markedly different, both in their rules and in the 
focus of the action. The one-player game most resembles 
pinball. There is no computer opponent and the player is 
forced to work against gravity and the arena itself. If left 
alone, the puck will gradually pull itself directly into the 
player’s own goal. While the lack of a computer opponent 
may be initially disquieting, the realistic movement of the 
puck and the difficulty of victory over gravity soon make up 
for this. Such a manner of handling play removes any need 
for chancy artificial intelligence and allows the player to play 
directly against the arena. 

In the two-player version, there is no gravity. If the puck 
isn’t fired upon, it will eventually slow and stop. Instead, the 
opponent is another human player. While there are 
obstacles in the two-player levels, they are usually evenly dis- 
tributed in the arena so that neither player gains an immedi- 
ate advantage. In addition, the balls must be shared between 
the two players. If one player shoots too rapidly, the balls he 
has fired will wind up in his opponent’s possession. Further, 
if a player does not fire after several seconds, all his balls are 
given to his opponent. This is a good device to insure that 
game play keeps a rapid pace and, at the same time, 
rewards a player to fire carefully and not waste all his balls. 

In addition to choosing between the one and two player 
games, the player may change how the balls are fired at the 
puck. For those who find the "fire from arrow" play too easy, 
the balls can be shot machine-gun style from the goal itself, 
with the arrow becoming a target sight. This option requires 
excellent timing and more strategy. It is not quite as fast- 
paced as the "fire from arrow" game, however. 


Marbles 
From Hell 

by Douglas Seacat 



The game is ex- 
tremely well 
programmed, not 
only in its look 
and sound, but 
in the way it 
feels. The action 
is fast and engag- 
ing, yet can be 
mastered quickly 
and enjoyed al- 
most immedi- 
ately. The dif- 
ferent types of 
games offered, as 
well as the atten- 
tion to detail give 
the game tremen- 
dous replay 
value. Ballistix is 
most addictive; 
playing just one 
game is virtually 

impossible. This product offers more 
nail-biting excitement and a stronger 
sporting atmosphere than most real 
sports simulations now found on the 
market. 

Another point in the game’s favor is 
the number of options it allows the 
player to work with. The player can quite easily change the 
number of balls available, the speed of the game, the "life- 
span" of the balls, the goals needed to win, and what level 
the play is started on. This allows the player to handicap him- 
self and make the game more difficult as he learns and 
masters it. 


TITLE: 

Ballistix 

SYSTEMS: 

Amiga, Atari ST 

# PLAYERS: 

1-2 

PRICE: 

$29.95 

DESIGNERS: 

Reflections 

PUBLISHER: 

Psygnosis, Ltd. 

P.O. Box 483 

Addison, IL 60101 


Goal Shots 
(Good Points) 



Ricochet (Bad Points) 


While game play is virtual- 
ly flawless, one cannot say 
the same for the way the 
game handles levels. A 
higher number of levels 
should have gone to the 
one-player game. After all, 
in the two-player games, the fun and challenge comes from 
the opponent, not the arena. Conversely, in the one-player 
game, the arena is the opponent. Therefore, a larger variety 
should have been more important. On the same note, there 


(Continued on page 47) 
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Cape cod connection 

MAIL ORDER SOFTWARE 

Specializing in courteous service, we can help you navigate through 
the seas of entertainment and education software. 


CIRCA 1989 


^OUTtf 


CHECK THE LATEST FAX FROM 
"The Complete PC" 

4800 FAX Board 
List 399.95 Price 279.00 
9600 FAX Board 
List 699.95 Price 489.00 
Send or receive from or to your PC. 
Many programmable options 
available. Call for details. 


We carry all formats! (IBM, Commodore, GS, Amiga, Mac, Apple, ST). If you don't see the title listed give us a call. New titles 
are denoted by astericks! We sell new third party Nintendo titles. We also buy and sell used Nintendo cartridges. Check 
on availability. 


1-800-328-WARE 


Activision 

PRICE 

F-14 Tom Cat (C) 

$27.00* 

Broderbund 


Jet Fighter: Adv (IBM) 

$33.00 

Electronic Arts 


Chuck Yeager 2.0 (1) 

$33.00* 

F-18 Interceptor (Am) 

$32.00 

Harrier Str M II (MAC) 

$32.00 

Tomahawk (GS) 

$28.00 

Microprose 


F-19 Stealth (C64) 

$28.00 

Gunship (C64) 

$27.00 

F-19 (1 & 1 3.5) 

$44.00 

Gunship (Am. IBM) 

$34.00 

Spectrum Holobyte 

Falcon (l,Am) 

$32.00 

Falcon (MAC) 

$37.00 

Sub-Logic 


Jet (MAC) 

$37.00 

Three-Sixty 


Thud Ridge (IBM) 

$26.00 


niAmmiuj i 

Access 


Heavy Metal (C) 

$27.00 

Accolade 


Steel Thunder (C) 

$ 20.00 

Broderbund 


Anc Art Sea (I.A.MAC) 

$30.00 

Ancient Art War (IBM) 

$30.00 

Sim City (MAC) 

$32.00 

Datasoft 


Hunt for Red Oct (Ap) 

$27.00* 

Electronic Arts 


Attack Sub 688 (1 C) 

$38.00- 

Abrams Battle Tank (15) 

$30.00* 

Empire (IBM) 

$32 95 

Modem Wars (C) 

$25.00 

Life & Death (I.Am.GS) 

$33.00 

Strike Fleet (A) 

$24.00 

Lucuslilm 


Battlehawks 42 (IBM) 

$33.00 

Microprose 


Red Storm Rising (1) 

$28.00* 

Silent Service (Am.GS) 

$27.00 

Airborne Ranger (C64) 

$27.00 

Mindscape 


Balance Power 90 (MAC.GS) $32.00* 

Rainbird 


Univ Mil Sim (1, Am, MAC) $32.00 

UMS Seen 1,11 (Am) 

$14.00 

Spectrum Holobyte 

PT 109 (IBM) 

$27.00 

SSI 


Battles Napoleon (A,C) 

$34.00* 

First Over Germany (C) 

$34.00* 

Typhoon of Steel (A.C) 

$34.00 

Panzer Strike (A) 

$34.00 



Broderbund 

PRICE 

Star Wars (l,Am) 

$26.00* 

Shuttle Puck Cafe (MAC) 

$27.00 

Wings of Furv (Ap) 

uassidy 

$23.00 

Crystal Quest (MAC) 

$33.00 

Data East 


Guerilla Wars (C) 

$21.50* 

Robocop (C) 

$24.00* 

Bad Dudes (A) 

$25.00* 

Bad Dudes (1) 

$27.00* 

Guerilla War (1) 

$27.00 

Platoon (Am) 

$31.00 

Victory Road (Ap) 

$25.00 

Ikari Warriors (IBM) 

$27.00 

Electronic Arts 


Project Firestart (C) 

$22.00* 

Double Dragon (1, Am) 

$27.00* 

Double Dragon (C64) 

$25.00 

Roadwars (Am) 

$26.00 

Epyx 


Technocop (A.C) 

$27.00* 

Skate Wars (Am) 

$33.00* 

Underseas Commando (Am) $33.00* 

Technocop (Am) 

$33.00 

Space Racer (Am) 

$21.00 

Final Assault (Am.GS) 

$17.00 

Mindroll (C64) 

$27.00 

Impossible Miss II (GS) 

$17.00 

Infocom 


Battletech (IBM) 

$33.00 

Konami 


Jackal (IBM) 

$24.00 

Mastertronics 


Str Fighting Man (I.C) 

$12.00* 

Mediagenic 


Rampage (Ap,C64) 

Melbourne 

$24.00 

Barbarian 1 (IBM) 

$25.00* 

Mindscape 


Hostage (Am, MAC, ST) 

$31.00* 

Combat Course (Am) 

$27.00* 

Space Harrier (Am) 

$32.00* 

Indiana Jones (1) 

$27.00* 

Road Runner (1) 

$28.00* 

Outrun (Am) 

$32.00 

Willow (IBM) 

$27.00 

After Burner (Am) 

$33.00 

After Burner (C) 

$25.00 

Shinobi (Am) 

$32.00 

Taito 


Arkanold (MAC) 

$32.00* 

Arkanold (Am) 

$24.00* 

Operation Wolf (C64) 

$25 00 

Titus 


Galactic Cong (Am.l) 

$29.00 

■■1 SCIENCE FICTION MHI 

Electronic Arts 


Starfleet II (1) 

$40.00* 

Sentinel Worlds (IBM) 

$34.00 

Mindscape 


Alien Syndrome (Am, ST) 

$27.00* 

Alien Syndrome (C64) 

$22.00 

Colony (Am, MAC, IBM) 

$32.00* 

Captain Blood (IBM) 

$26.00 

Captain Blood (Am.GS, MAC) $32.00 

Visions Aftermath (1) 

$27.00 


TOP SELLERS: 


Activision 

Manhole (MAC) 

Faery Tale Ad (IBM) 
Baudville 
Dream Zone (IBM) 

Cinemaware 
Lords Rising Sun (Am) 
Rocket Ranger (I, Am) 
King Chicago (MAC) 
SDI (MAC.I) 


1-800-328-WARE 


Practical 

PRICE 

Lunar Rescue (MAC) 

$39.00 

Rainbird 


Starglider II (Am) 

$31.00 

Sierra 


Space Quest III (1) 

$37.00* 

Space Quest II (Am) 

$32.00 

SSG 


Reach for Stars 3 (A) 

$29.00 

■ PITCH IN SUMMER SPORTS ■ 

Accolade 


Test Drive II (1 5 & 3.5) 

$30.00* 

Test Drive (Ap) 

$24.00 

TK0 (C) 

$20.00 

Grand Prix (C.GS) 

$21.00 

Nicklaus Golf (MAC, IBM) 

$32.00 

Mean 18 (MAC.GS) 

$29.00 

Hardball (GS.MAC) 

$29.00 

Serve and Volly (GS.I) 

$27.00 

Rack'em (1) 

$26.00 

Artworx 


Daily Double Horse R (MAC) $23.00 

Cinemaware 

: 

TV Sports Footb (Am, IBM)$33.00 

Electronic Arts 


Kings of the Beach (1) 

$29.00* 

Weaver Baseball 1.5 (1) 

$26.95* 

Weaver Baseball (Am) 

$34.00 

Zany Golf (I.Am.GS) 

$27.00 

Skate or Die (GS.IBM) 

$27.00 

Ferrari Formula 1 (Am) 

$34.00 

Madden Football (A) 

$33.00* 

Epyx 


Four X Four Road R (1) 

$26.00 

Sp News Baseball (l,Ap) 

$27.00 

Sp News Baseball (GS) 

$32.00 

Games: Summer Ed (C64) $27.00 

Games: Summer Ed (Ap) $32.00 

Games: Summer Ed (IBM) $32.00 

Summer Games II (I.Ap) 

$15.00 

Summer Games (Ap.C) 

$15.00 

Gamestar 


Rose Baseball (IBM) 

$29.00 

Mastertronic 


Calif. Pro Golf (1) 

$12.00* 

Elway Quarterback (A) 

$22.00* 

Magic Johnson Baskb (1) 

$27.00* 

Ten Speed (C64) 

$7.50 

Slam Dunk (C64) 

$7.50 

Microleague Sports 

Micro League Baseb (A) 

$27.00 

Micro League B II (1) 

$33.00* 

Team Disk 1988 (I.A.C) 

$16.00 

Pro Soft 


Mac Golf (MAC) 

$38.00 

mmm adventure 


Datasott 

PRICE 

Annals of Rome (IBM) 

$25.00 

Sorcerer Lord (IBM) 

$24.00 

Lancelot (I.MAC) 

$27.00 

Discovery 


Sword of Sodan (Am) 

$32.00 

Electronic Arts 


Fools Errand (MAC) 

$33.00* 

Magic Candle (A) 

$33.50* 

Return Atlantis (Am) 

$16.00 

Wasteland (IBM.Ap) 

$33.00 

Bards Tale 3 (A) 

$33.00 

Epyx 


Axe of Rage (Am) 

$32.00* 

Axe of Rage (1) 

$27.00* 

Trials of Honor (Am, IBM) $32.00* 
Legend Blacksilver (A, IBM) $32.00 

FTL 


Dungeon Master (Am.GS) $27.00 

Dungeon Master (ST) 

$27.00 

Inlocom 


Shogun (A) 

$32.00* 

Quarterstaff (MAC) 

$32.00 

Beyond Zork (MAC) 

$15.00 

Interplay 


Neuromancer (Ap.GS.IBM) $32.00 

Mastertronic 


Trilogy (C.l) 

$11.00* 

War Middle Earth (Am.l) 

$33.00* 

War Middle Earth (GS.C) 

$33.00* 

Microprose 


Guardians Infinity (1) 

$32.00 

Twilights Ransom (Am) 

$22.00 

Pirates (GS) 

$27.00 

Pirates (MAC) 

$38.00 

Mindscape 


Gauntlet (GS) 

$29.00 

New World 


Might & Magic 2 (Ap) 

$33.00 

Might & Magic (IBM) 

Omnitrend 

$33.00 

Paladin (MAC) 

$28.00 

Origin 


Times Lore (I.A.C) 

$27.00 

Ultima IV (Am, ST) 

$38.00 

Ultima V (A.C.IBM) 

$38.00 

Ultima Trilogy (A,C,I) 

Paragon 

38.00* 

Wizard Wars (IBM) 

$29.00 

Psygnosis 


Chrono Quest (Am) 

Ready Soft 

$32.00 

Dragon's Lair (Am) 

$39.00 

Sierra 


Police Quest 2 (IBM) 

$33.00 

Kings Quest IV (I.GS.A.Am) $33.00 

Manhunter NY (IBM) 
Leisure S Larry II (1) 

SSI 

Pool Radiance (A.I) 

$33.00 

$33.00 

$35.00* 

Hillsfar (1) 

$34.00* 

Hero's Lance (Am) 

$28.00 

Three-Sixty 


Warlock (MAC) 

$29.00* 


AS SOON AS WE HAVE IT 
YOU HAVE IT! PLACE 
YOUR ADVANCE ORDER NOW! 


MAKE THE 
CONNECTION 

Complete 
Computer Set-up 
for Entertainment, 
Business and 
Education 



LASER® 

Turbo XT Computer 

• with 640K and 1 
360K Floppy Disk 
Drive 

• 8088-1 
microprocessor 

• Runs @ 10 MHz 
List Price 

*999. 00 $629. 95 

LASER® 

Dot Matrix Printer 


List 


$349 oo 


Price 


SI79.00 


12" Mono Monitor 
*89 

1200 Internal Modem 
*79 

Call for complete line 
of peripherals 


CALL US TOLL-FREE 1-800-328-WARE 9273 (All States) 

Open 9-8 EST Monday-Friday • 9-5 Saturday • Drawer 588 • 21 Pleasant View Avenue • Falmouth, MA 02541 

We accept credit card orders (MasterCard/VISA), personal checks (Allow two weeks to clear), or money orders. 

Handling and Shipping: Software within (J.S. add $3.00. AK, HI, PR and Canada add $7.00. Hardware within (J.S., AK, HI, PR and Canada, 
add 6% of cost or $ 15.00-minimum for Printer, Disk Drive, Monitor, and Computer. Other hardware add 3% to cost or $10.00-minimum. We 
do not ship hardware to foreign countries. MA residents add 5% sales tax. Prices subject to change. Same day shipping depending upon availability. 

Ask about our frequent buyer program! Software guaranteed! ■«■ 












(Continued from, page 30) 


The 

Scoop 

is to decide where those strategic points 
are, which isn’t always easy. 

One place in the game where it is usual- 
ly good to save is when you're trying to 
decide between two destinations. For ex- 
ample, if you’re wondering whether to go 
to Southampton or Brighton. Just save 
and go to one or the other. If nothing in- 
teresting comes of it, restore and try the 
other. 

This trick is also handy when you want 
to follow people around and see where 
they are going (and if they’re meeting 
someone, so you can listen in on their 
conversations . . . hehel). Speaking of 
conversations, these generally begin 
about one minute after the participants 
arrive. 

It is inevitable that you will be doing a 
lot of saving and restoring, since the first 
time you play, you can't really be sure 
what’s important to follow up on (or 



when). Therefore, you really need to take 
good notes and keep track of where you 
actually are in the game. Otherwise, you 
can easily become confused and not real- 
ize, until too late, that you don’t have all 
the evidence you thought you had. 

One thing you should always do when 
entering a new location is "Search." You 
may find something important. Even if 
you don’t, come back another day and 
try again. Sometimes, an item that wasn’t 
there before will be there now. Likewise, 
some items that were there before may 
not be available later on. 

Always save the game before you show 
an object to someone. There are a few 
people who will grab important items 


from you if you give them the chance, 
and rarely, if ever, will you get these 
things back. 

Another reason to have multiple saves 
is that your time to solve the murder is 
limited. If you don't manage it by Satur- 
day afternoon, you lose. Thus, you have 
only about four and a half days to get 
everything done. When you add in the 
travel time, you soon discover that the 
four and one-half days go by very quickly. 

As the game progresses, you will find it 
actually splits out so that you are actually 
investigating three crimes at once: the 
murders of Johnson and Tracey, a jewel- 
ry theft, and a drug-smuggling ring. All of 
them are interconnected in one way or 
another, so you can’t afford to neglect 
any of them. 

The theft is quite important, as eventual- 
ly you will discover within its clues the 
one person who can identify the 
mysterious Mr. Tracey. Of course, 
whether or not he actually had anything 
to do with the murders is another matter 
(it should become obvious early on who 
Tracey is, but you have to prooe it). 

(Continued on page 38) 


It is November 1942 and the Russian winter offensive is about 
to begin. But first the vital Vitebsk-Leningrad railroad must be 
cut. Defending this sector are two heavily fortified but 
understrength German divisions. The stage is set for one of the 
most bitterly fought battles of the war in theEast. 

Design by Hall of Famer Frank Chadwick and historical 
research by Shelby Stanton insure playability and a wealth of 
historical detail. 


☆ wmnr® mftam 



Features: 


• Six scenarios 

• Play by modem 

• Computer opponent 

• Artillery spotting 

• Bunkers 

• Garrisons 

• Morale 

• Tank fright 


• Full color graphics 

• Digitized sound 

• Unit identification 

• Rockets 

• Supply 

• Weather 

• Default actions 

• Much more ... 


Amiga $59.95 IBM $49.95 


Requires an Amiga Computer with 
1 megabyte main memory or IBM PC 
or compatible with 5 12 k and EGA 


(S©MSMM2) ©fiMmalktesa© 

Building 3, 297 North St. 
Hyannis, MA 02601 
(508) 790-1994 


Visa and MasterCard orders call toll free: (800) 242-1 942 
Satisfaction guranteed if purchased from Command Simulations 


GRAND ALLIANCE 



"Grand Alliance" is a fully 
computer moderated play- 
by-mail game which 
involves the battle of survival 
between human and alien 
races. Players represent 
either a member of the 
human race or of the alien 
race with the universe as a 
setting. The game is played 
on a map of three parallel 
levels where each level is 
composed of 240 planetary 
systems. Each player must 
solve military and political 
problems within own camp 
before war can be waged 
effectively against the 
opposing race. Each side is 
faced with the same 
situations and problems to 
overcome. 


To order the rule book for your inspection 
please send $2.00 with your name and address to 

Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 84152 

Turn fees are $3 .00 
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The 

Scoop 

No one in the game locks their doors, 
which is very convenient for you. This al- 
lows you to walk into anyone’s home 
(best when they aren't there) and snoop 
to your heart’s content. It’s a good way to 
find all sorts of interesting and, possibly 
incriminating, objects. Once in awhile, 
you can even search when another char- 
acter is present. Don’t be afraid to try. 

The game will tell you if it’s possible or 
not, at no penalty to you. 

The major characters always have some- 
thing on their minds, and it’s not always 
the same thing (major characters are 
those whose names show up when you 
ask the "tell me about someone" ques- 
tion). Whenever you talk to one of them, 
make sure to ask what they’re thinking 
about. You can pick up all sorts of valu- 
able information this way. 

However, once you’ve asked someone 
to tell you about other people or where 


they were on a particular night, it’s a 
waste to ever ask them again, since they 
are always consistent. Thus, once you’ve 
made the round of all the suspects, your 
future options are generally limited to 
finding out what’s on their minds or get- 
ting their reactions to the various objects 
you show them. 

Another reason to avoid repeated chats 
is that they eat up precious time on the 
clock. The minutes pass with each con- 
versation, so asking people about the 
same things only hurts your chances (not 
to mention the additional time spent in 
tracking them down again). Take good 
notes the first time you talk with anyone. 

Whenever you’re in a particular area, be 
sure to take a moment and pop into any 
stores, hotels, or taverns that may be 
there. Someone could be inside. Remem- 
ber, this is a dynamic game and the char- 
acters move around just as real people 
do. On the other hand, in some loca- 
tions, characters may not be willing to 
talk to you. If that’s the case, you’ll just 
have to catch up with them somewhere 
else for a conversation. 

The game does tend, after awhile, to be- 
come rather automatic. You search each 
location as you visit it, run through the 


gamut of conversational possibilities with 
any characters present, and exhibit your 
collection of items, etc. The main trick in 
the game is knowing when to be where 
for what, and this is learned over time 
(and many restores) through trial and 
error. Eventually, you put together 
enough threads so that you can then 
play the game along the true path that 
leads to successful completion in the 
time allowed. 

Well, that seems to be it for now. 
Remember if you need help with an ad- 
venture game, you can reach me in the 
following ways (please folks, be specific 
with your requests; just saying "I'm 
having trouble finishing game X" isn’t 
enough to allow me to help you): 

On Delphi: Visit the OameSIG (under 
the Groups and Clubs menu). On GEnie: 
Stop by the Games Roundtable (type: 
Scorpia to reach the Games RT). On The 
Source: Send SMail to ST1030. By US 
Mail (enclose a self-addressed stamped 
envelope if you live in the United States): 
Scorpia, PO Box 338, Gracie Station, 
New York, NY 10028. 

Until next time, happy adventuring! 

Copyright 1 989 by Scorpia, all rights 
reserved. rnw 


STATE OF WAD 

The year is 2000 ! They said il would never happen again. BUT IT HAS!!! 
CIVIL WAD IN THE U <S. !!! 





After years of foreign wars and inept leadership, 
twenty states attempt SECESSION in this newest 
Play -By-Mail game from the PBM leader, Came 
Systems Inc. As the GOVERNOR of the state of your 
choice, you must order the recruitment and 
placement of troops, allocate expenditures for 
training industrial expansion and scientific research, 
and still try to keep your populace happy! With 
GSI's NEW” Phase" system, players can give from 
50 to 100 orders per turn and receive c ombat 
results on MULTIPLE BATTLES perturn! Add this to 
IkGSi's reputation for accurate results and prompt 
- turnaround times and you have the Blbl PBM 
GAME EVER" 1 A Si 5 00 registration fee includes 
rules. 3-color map and 2 FREE turns Thereafter, 
turns are $4.75 each. NO HIDDEN COSTS l VI R ’ 


Game Systems Inc. P.O. Box 1601 29 Miami, FL 331 16-0129' 
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the widest selection of computer 
game software anywhere! 

SOUTH COAST PLAZA 

Phone Orders Welcome 3333 BRISTOL STREET 

(714) 557-2447 COSTA MESA, CA 92626 
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PAPER MAYHEM 

The Informative PBM Magazine 

Having a hard lime getting enough 
players together for your favorite role play- 
ing or boardgame? Eliminate this problem 
by joining the world of play-by-mail gaming. 

Subscribe to PAPER MAYHEM and 
discover the world of play-by-mail (PBM) 
gaming. Virtually every facet of PBM gam- 
ing is covered by PAPER MAYHEM: Fan- 
tasy, science fiction, historical, and sports. 
Each bimonthly issue brings you the latest 
on various PBM games in the forms of 
reviews and articles. 

Also in PAPER MAYHEM, you learn 
about what the PBM companies are doing 
by reading our Gameline section Plus, in 
our PBM Activity Corner section, you can 
see what is happening in the current PBM 
games that are running. 

PAPER MAYHEM has been publishing 
news about the PBM games and com- 
panies since 1983. We have improved and 
expanded to keep up with this ever popular 
activity of PBM gaming 

So why delay and miss out on all the fun? 
Read PAPER MAYHEM and take advan- 
tage of PBM gaming 

SEND SUBSCRIPTIONS TO PAPER MAYHEM (Dept CG| 

1518 Adams Si . Ottawa. IL 
61350-4764 

SUBSCRIPTIONS 1 year $20 25 
2 years $35 10 

Sample Copy $4.50 
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ADVANCED TECHNOLOGY FROM GRAVIS - 


How To Play The Game 

Better! 



Check It Out! 


•Pistol grip handle: full-size and 
covered with a foam rubber 
padding for complete hand 
comfort and total control. 


Available with accessories for IBM®, Apple®, 
Tandy®, Commodore®, Amiga®, Sega® and 
Nintendo®. Look tor the New Gravis 
MouseStick® 


Play Better With The 
Best Equipment! 


If you want to get the best 
out of your computer games, 
then you'll want to get your 
hands on The Joystick Controller 
from Gravis. 

It has taken Gravis over five 
years of research, testing and 
development to make our 
Joystick today's State of the Art 
controller. 

It'll take you about five 
seconds to feel the difference 
The Joystick's skill-enhancing 
technology can make to your 
game. 

Designed Better To 
Make You The Winner! 


Today's games demand 
speed, accuracy and precise 
control. Of you and your equip- 
ment. The Gravis Joystick 
makes you a better player with 
exclusive design features you're 
not going to find on any other 
controllers. 


computer store and see for 
yourself how The Gravis Joy- 
stick outperforms all the others. 
You'll never want to let it go. 

And that's how to play the 
game better! 


•Handle fire button: because 
faster is better. 


•8-Position centering tension 
control: free-floating to very 
firm — fully adjustable for 
your preference and game. 
•3 Independent microswitch 
fire buttons: you assign the 
functions. 


• Unique rugged construction: 
utilizing the finest compo- 
nents available. 


•1-Year warranty: No 
nonsense, no quibbling. 


So Test-Drive The 
Gravis Joystick 
Today! 


You don't have 
to take our 
word for it. 

Take your 
toughest 
game to 
your 


Advanced 

GRAVIS 


Computer Technology Ltd. 

7033 Antrim Ave., Burnaby B.C. 

Canada V5J 4M5 Tel 604-434-7274 
US OFFICE: 

1602 Carolina St. # D12 
Bellingham, 

WA 98226 





ADVANCED DUNGEONS 4 DRAGONS AD&D, FORGOTTEN REALMS and the TSR logo are trademarks owned by and used under license from TSR Inc. . 1 989 TSR, Inc 1 989 Strategic Simulations. Inc. All rights reserved. 



TO ORDER: Visit your retailer or call 1-800-245-4525 to charge on 
VISA/MC. To receive SSI's complete product catalog, send $ 1 .00 to: 
SSI, 1046 N. Rengstorff Ave., Mountain View, CA 94043. 


When it comes to fantasy games, the ADVANCED 
DUNGEONS St DRAGONS" system is the real stuff. In 
fact, ADStD designed fantasy role-playing gaming as 
we know it today! 

Only AD&D games provide the incredible richness 
of detail that makes vast and mysterious worlds come 
alive, filled with characters, monsters, weapons, spells 
and encounters of incredible diversity and depth. 

Now SSI uses this legendary system to take fantasy 
gaming one step beyond: A line of AD&D computer 
games set in the immense world known as the 
Forgotten Realms. 

Every game in this §f < >R<?< >yV | H p. ' a l an f | 

exciting series 

can be enjoyed by itself. However, the beauty 
of SSI's Forgotten Realms 1 ' 1 epics is that they 
are intricately woven together. The more you 
play, the more you'll discover the glorious 
wonders of this mystical domain. 

Pool of Radiaivce: the first and now 
classic AD&D computer role-playing 
game. In the fabled ruins of Phlan and 
around the northern shore of the Moon- 
sea, your band of six Player Characters 
fight an unending wave of monsters 
and strive to unmask their mysterious leader. 


Hillsfar: An action-adventure game that 
is a crucial stopping point in your travels. 
Hillsfar serves as the training grounds for all 
your heroes. Transfer your characters from 
Pool of Radiance or Curse of the Azure 
Bonds and increase their skills through 
vigorous workouts that include combat, 
maze-running, lock-picking, archery and 
horseback riding. Succeed in Hillsfar and 
some of your characters' statistics will 
actually improve. They will emerge 
from Hillsfar more prepared than ever 
to survive your dangerous journey. 


Curse of the Azure Bohds: the sequel to 
Pool of Radiance, with deadlier monsters, 
more powerful spells and new Player- 
Character types. In this game, you find your 
characters' arms mysteriously imprinted 
with azure blue symbols. When they glow, 
they ensnare your will — you must do as 
they command! Search the realms for 
members of the New Alliance who 
forged these chains of enslavement and 
remove the Curse of the Azure Bonds. 


!i®§ 

-■ 


Look for AD&D games from SSI at your 
favorite retailer. A wondrous universe awaits you. 


Review 



Sunrise, Sunset 


Japanese History in Cinemaware’s 
" Lords of the Rising Sun" 

By Michael Chaut 


a pon a hilltop, 

not far from the 
castle, you halt 
the march and consider 
your strategic options. 

Your scouts report 
back, the Princess is 
here! 

You send your 
second with a note 
demanding surrender. 

The Taira Clan refuse. 

With a sharp wave of 
your war fan, you sig- 
nal your army of sol- 
diers to form into a 
long column. Taking 
your Sacred Sword 
from its sheath you gal- 
lop to the front of the 
line and personally lead 
your troops in the 
Siege. "TAKE THE 
CASTLE!! FIND THE 
PRINCESS!!" The men 
surge towards the 
defiant gates with you 
leading the assault. 

As one begins to play 
Lords of the Rising 
Sun, Cinemaware’s 
latest release, he/she is 
thrust into war-torn 
12th century Japan as 
a member of the 
Minamoto Clan. The 
game presents the 
player with a unique 
blend of arcade action 
and strategic pos- 
sibilities. As the game 
opens, the player is 
asked to choose be- 
tween an interactive ar- 
cade version of the 
game or a strategic ver- 
sion. 

As the player moves 
the cursor over his bat- 
tlefield banner, the op- 
tions change in the 
message window so 
that the banner func- 
tions as a menu. Once 
the Home Castle is entered, the player will be in the Council 
Room. Moving the cursor over the Seppuku (hara-kiri) Sword and 
the banners hanging on the wall will reveal the choices that are 
available at this juncture of the game. The five banners on the 
center wall are replicas of the banners of the other generals in 
the war: the remaining brother's banner, the Taira banner, the en- 
signs of the three independent generals, the Ronin (Note: The 
Ronin generals have armies that may or may not join up with you 
during your campaigns. The equation is dependent upon your 
size, strength and overall power rating at the particular time of 
contact and can only be learned through trial and error.). 

When the player exits his Home Castle and selects "Prepare to 
March," he is presented with a vast map of feudal Japan in all its 
splendor. The game interface allows the player to use the map to 
move generals from one location to another, gather information 
about a specific location or general, and determine the outcome 
of encounters between opposing forces (i.e. form an alliance, 
demand a surrender, engage an enemy in battle, take or attack a 
city, and siege a castle). 


The game ends when 
the player either dies or 
captures all 1 9 Castles. 
Either way, at the con- 
clusion of the game, 
players will see a 
montage showing their 
ratings (25 possible) 
and depicting the bat- 
tles that they fought. 
The character’s life 
literally flashes before 
their eyes. The ratings 
depend on the levels of 
battle skills earned, the 
number of generals 
commanded, the num- 
ber of territories 
owned, and the leader- 
ship abilities built up 
during the game, as 
well as how many 
pieces of the Imperial 
Regalia have been col- 
lected. 


WARNING: This sec- 
tion of the review con- 
tains specific hints 
on game play. 
Readers who prefer a 
more general briefing 
should avoid this sec- 
tion. 

The Player should 
save the game regular- 
ly. One never knows 
when a error in judge- 
ment will cause the 
loss of an entire army. 
Due to the fact that the 
programers neglected 
to provide for a 
’permanent’ save game 
feature, if a player util- 
izes the Preserve His- 
tory (save game) Op- 
tion from within a pre- 
viously saved game, 
their original game will 
be replaced, further- 
more, if a player is 
killed or starts a new 
rebellion from within a 
saved game, their saved game will erased from the disk. In order 
to insure permanent storage within the Preserve History Option, it 
is necessary to completely exit the game and to copy the 
’Savedgame’ file from the Lords directory (for hard drive players) 
or Reel 2 (for floppy disk players) to an additional floppy. Then 
and only then can the Player be sure to have a ’permanent’ copy 
of their saved game. This gives the Player an easy method to 
backtrack. It may be very time consuming to exit out to the ’Cli’ 
and to copy the ’savedgame’ file, however, it is better than start- 
ing the game over from the beginning. 

When sieging a castle, if you hack at a door three times (using 
the left mouse button) you can shoot arrows through the door 
(using the right mouse button) inflicting damage and be 
protected from the onslaught of enemy soldiers from the other 
side. 

If you siege castles in the interactive mode, castle difficulty levels 
and floorplans are determined by the skill levels of the besieger. 
Therefore, sieging a castle with a low skilled general will reduce 

(Continued on page 45) 


TITLE: 

LORDS OF THE RISINC SUN 

SYSTEMS: 

Amiga; Soon: IBM, Atari ST 

PRICE: 

$49.95 

DESIGNER: 

Doug Barnett 

PROCRAMMER: 

David Todd 

PUBLISHER: 

Cinemaware 

Westlake Village, CA 
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It's One Thing to Read About a 
It's Another Thing to 
Actually See It! 


\ && 

"The footage on Miss Microprose is great! 
CGV gives you the feel of being there, 
whether it's at CES or flying aerobatics 
in Miss Microprose." 

— Bill Stealey, President, Microprose 


"CGW has always led the field in bringing 
the real facts to computer gamers. CGV 
is another great idea from the people 
at CGW." 

— Bob Jacob, President, Cinemaware 


"CGV is a great idea! It gives the gamer 
the best means yet to distinguish 
between unique products and 
'me too' games." 


Up to now, the best way to learn about 
upcoming computer games was to read 
what the press had to say. Wouldn't you 
rather SEE the games yourself? Wouldn't 
you prefer deciding for yourself if a game 
has great graphics, impressive sound, and 
fast-moving action? NOW YOU CAN! 


Computer Gaming World proudly presents CGV 
(Computer Gaming Vidcomagazine). Come with us as we 
take you to the Consumer Electronics Show to see and 
hear all the games planned for release in the months 
ahead. Not only will you get a first-hand look at all the 
games, but we will also take you behind the scenes 
when we make our tours of the game companies. 
Whether it's taking a ride on Miss Microprose or 
exploring the hidden passageways of Lord British's new 
Britannia Manor, built on a mountaintop high above 
Austin, you will go where we go. The same type of high- 
quality award winning coverage you've come to expect 
from CGW will be yours in CGV (only now 
you will see it, hear it, and experience it!). 


— Lord British, Ultima Series, Origin 

CGV Gives You The WHOLE Picture! 


At only $19.95, CGV is the most exciting new computer 
gaming product in years. Don't be left out, 
order your copy today! 



To order your copy use the pre-paid post 
card on the facing page or 
Call Toll Free! 

1-800-854-7100 ext. 400 
(in California call 
1-800-422-4241 ext. 400) 
and order with your Visa/MasterCard. 
CGV #1 will be released on July 15. 
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the difficulty of the castle being taken. Once a floorplan is set, it 
remains set for that particular castle for the entire game. One par- 
ticular tactic would be to use a low skilled general to enter the 
castle in a siege attempt. After an unsuccessful siege or quick 
retreat, a high skilled general could be used to go in and take the 
castle with little or no trouble. 

It can greatly enhance a Player’s 'power status’ to retrieve all 
four of die Imperial Regalia. The Emperor at the Palace in Kyoto 
holds the Sacred Scroll and the Sacred Sword. In order to con- 
vince the Emperor to bestow these honors upon you, Players 
should try space their visits to the Palace at least one year apart. 
The Shrine of Hachiman is located within the Castle at Kamakura 
(Yoritomo starts out with this object) and initially the Princess is 
being held within one of the seven Taira Castles, although she 
can be moved as gameplay advances. 

New generals are extremely dangerous, so always make note of 
the messages that appear in the message windows. Specifically, 
as new armies are formed. Although your own generals start out 
with a 1 00% loyalty to you, those not kept well supplied and 
"happy" they may be influenced away. If a general leaves you, 
they will take with them all of the property that they have ac- 
quired and own. Therefore, treat your generals well. Let them 


To Order CGV 
Just Call 
TOLL FREE! 
1-800-854-7100 
ex. 400 

In California 
1-800-422-4241 
ex. 400 

Or Send in Card at Right 


resupply and get more men regularly. Also, try not to let them 
get much more powerful than you, they may then try to over- 
throw you. 

The best place to resupply your armies are at castles although 
cities and monasteries can also be helpful. Since in real life, ports 
have a higher influx of men and supplies, so do those of the 
game. Therefore, port castles are the absolute best source for 
resupplying your armies. The number of troops at a single loca- 
tion will determine the time it takes to resupply. The season of 
the year will also have its effect on the resupply speed as well as 
travelling costs (i.e. during the winter months, supplies will 
replenish more slowly and travelling great distances will be more 
costly in men and strength.) 

(Continued on page 46) 


Name 

Address 

City 

State / Zip 


Phone Number 

MC# / Visa # 

Exp. Date 

Signature 

CGV #1 (VHS format only) Will Be Available on July 15 


I Want My CGV! 
Here's My Order 


CGV #1 

Shipping & Handling 

Total 


$19.95 

$2.00 
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‘BALBOA 

GAME 

COM&NY 

1507 Oregon Avenue 
Long Beach, California 90813 

1-213-437-5469 

********************************************** 

Accolade • Activision • Avalon Hill 
Microcomputer Games • Electronic Arts • Epyx 

• Garde Games of Distinction • Infocom 

• Krentek • Lance HafTner Games • Microprose 
• Mindscape • Muse 

• Omnitrend • Origin Systems, Inc. • Penguin 

• Sierra-On-Line • Simulations Canada 

• Sir-Tech • Strategic Simulations, Inc. (SSI) 

• Strategic Studies Group (SSG) 

********************************************** 

Mail Order Specials 
20% - 60% Off on Selected Items 

Send $1.00 For Our " Software Special” 
Discount Catalog 
Attention Dept.: CGW 


LORDS OF 
THE 


(Continued from page 42) 


For less 
than $20, 
join the staff 
of CGW 
on their 
journeys! 
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CONCLUSIONS 

As this reviewer watched the opening procession of graphics the 
only thing that came to mind is "It’s really like a movie!" 
Throughout the game the designer has obviously taken 
measures to insure this ’movie like’ arena. In most cases, this is 
beneficial to the gamer, however, the inability to govern the trans- 
fer troops was definitely noticed. The arcade sequences are some 
of the most realistic this reviewer has encountered. David Todd, 
the wizard programmer of the game, gives the player the ability to 
take part in sieging or attacking castles, fighting enemy armies, 
horseback pursuits, fending off would-be castle take-overs and 


ninja attacks. All of the arcade se- 

| 1 quences are presently operated 

through the mouse with no joys- 
tick support. Although mouse con- 
trol is accurate, joystick support 
was sorely missed; at least in the 
arcade sequences. If you are one 
tmmmmmmmmmmm who has not had a lot of dealings 

wmmmi with the mouse, it will take some 

mmmmmmmtammm getting used to. 

An accelerated time mode is 
provided for, although this 
reviewer felt that maybe an addi- 
tional level would have been 
preferable, as well as an on- 
screen notification that the ac- 
1 1 1 celerated mode was activated. 

From whispering winds to 
screaming samurai, the original 
music and sound effects for the 

game are "outrageous!" The scrolling 3-D graphics are outstand- 
ing. This reviewer felt as though he was playing an animated 
Risk game. This program's unique approach provides a different 
fulfillment to each kind of player (i.e. strategists get strategy, ar- 
cade masters are put to the test, and the people that fall in be- 
tween get a little from both worlds). 

This reviewer particularly enjoyed the mixture of arcade and 
strategy elements. This mixture not only allows the player to be- 
come part of the movie as it unfolds but really lets one feel like 
he or she is participating in the story. Lords of the Rising Sun is 
highly recommended. CGW 


THE NEXT EMPIRE 

...the only game that sends you /—/ \ — / \ 

fabulously detailed maps like ( f — ( ) — ( 
this one, showing your fleet's \A ) — ( \ 

sensor views every turn ...along V) \ / y 

with clear, complete stats on \ / \ / 

each starship you design, build, / \ / \ 

and maneuver individually using A / \ /' 

up to 21 different onboard /—/ \ — / \ 
systems. ..plus status / — — ( \ — \ — l 
reports on Star- / ) — ( ) — ( f 

bases, probes and / /yy / \\) \ / \ 

asteroids you Ayw \ /A ) ( / 

control ! \ / \ / A / \ / V 

The Next Empire \) — y / — \/) — \&) — \ 

is a completely \ / \ / A /A f 
computer-moderated / \ / \ /TnAA 

game, over 6 years A_/ \ ( 

in the making. /—/ \ — / V V 
Each universe is / V-/ ) — / \ — (- — A — / 

a unique, complex ) — ( A 

gaming environ- — / 

ment populated with 21 alien X\ ) \ / 
players itching to blow the hulls 
off anyone who gets in their way! / 

• $20.00 for set-up, manual, universe AA/ 

map and first three turns y 

• $6.00 per turn; no hidden fees or double turns' 

• $5.00 for manual only (credited against set-up 
fee if you play) 

• fast game (two weeks per turn) or slow game 
(three weeks per turn) 

• clear, concise rules; our complexity comes 
from your gaming freedom 

• MasterCard or VISA also accepted 


m 


PLAY BY MAIL 
\ PRINTOUTS 
/ LIKE THIS 
EVERY 

TURN ! AT 






“ The most V \ / 

impressive \ L ' 

PBM offering during 
pS\. [GenCon/Origins ’88]. " 
, > > FLAGSHIP MAGAZINE 


f Cyborg Games, Inc. 

P.O. Box 71019 
Milwaukee, Wl 53211 

(414) 332-1966 
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Tracon 


back to DOS. While this may appear a grievous penalty, given 
the situation, it is justified. 

The mouse allows quick access to the planes. However, one will 
discover that adjusting their heading and altitude is more ac- 
curately done by keystroke. Combining both mouse and key- 
board entry minizes player error. 

In Version 1.0, vectoring of aircraft was complicated by a distinc- 
tion between true and magnetic north. Vectoring required a 1 5- 
degree correction either left or right (depending on whether the 
scenario was western or eastern). However, Version 1.5 has cor- 
rected the radar screens to a magnetic-alignment, wherein Ox is 
now vertical (a much-appreciated refinement). 

This reviewer spent much time on the DCA scenario. The radar 
screen appeared very accurate; the Montgomery airport (GAI) is 
actually the Gaithersburg Airport, which is currently under pres- 
sure to close because of the housing developments built in the 
vicinity. Be that as it may, it yielded an additional sense of reality 
to vector in numerous aircraft in own’s own "backyard", so to 
speak. 

While the game has a "pause" key, utilization of such yields an 
immediate 10,000 point penalty (the documentation refers to this 
as "cheating." This may be true, but when the phone rings, one 
answers it or pays the consequences in the "real" world. 

Final Approach 

This reviewer’s initial impression was muted, in that the simula- 
tion appeared to be too much simulation and not enough game. 
However, repeated play has shown that Tracon can be a very en- 
joyable pastime. It is definitely not for the arcade set. If one finds 
intellectual challenge appealing, Tracon is heartily recommended. 

CGW 


Marbles 
From Hell 


should have been a different set of levels for the "fire from goal" 
method of play, since it is so different from the normal mode. 
Finally, many of the levels did not seem particularly creative. A 
construction set could also have been included with the game in 
order to allow the player to make his own arenas. 


Final Score 
(Conclusion) 


Pvt*. 


Despite the lack of . jL-; V 

entirely adequate ’ 'HpBLA' 

levels, this writer |P< * % - 

be strongly recom- j tf^gJfP. __ j. $ BSMB i Ijjg 

mended. The graphics l ™“™ 1 

and sound are great and the ability to freely alter the game op- 
tions make it a game that can be played many times without loss 
of enjoyment. The game provides fast, primal, addictive action, 
well worth traveling to "Hell" to enjoy. 
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Entertainment Software Distributors mm* 

MORE IBM TITLES 


SPECIALS!!! 

WORLD TOUR GOLF $10.95 

*EARL WEAVER BB1 .5* $26.95 

COMMISSIONER’S DISK (WEAVER BB) $12.95 

(WITH PURCHASE OF WEAVER BB1.5) 

MLBPA TEAM & PLAYER STATS (1988) $12.95 

(WITH PURCHASE OF WEAVER BB1.5) 


EMPIRE $32.95 

*BARDS TALE II* $35.95 

*SCAVENGERS* $35.95 

SENTINEL WORLDS-FUTURE MAGIC . . .$32.95 

*YEAGER AFT 2.0* $32.95 

*688 ATTACK SUB* $35.95 

*MODEM WARS* $35.95 

*ABRAMS BATTLE TANK .. $29.95 

*NEW RELEASES 


IN C VV nCLCAOt 

1 (800) 433-3545 

VISA/MASTERCARD 

IMMEDIATE SHIPPING 

THE LATEST TITLES — THE LOWEST PRICES 

SEND FOR COMPLETE LISTINGS FOR IBM, COMMODORE & AMIGA 
ABOVE PRICES ARE IBM 5.25" FORMAT. OTHER FORMATS AVAILABLE. 

(ORDER BY MAIL WITH CHECK OR MONEY ORDER. DO NOT SEND CASH.) 

ADD $2.50 SHIPPING AND HANDLING. VA. RESIDENTS ADD 4% TAX. 

COMPUTER VOYAGES, P.O. BOX 1471, CHESAPEAKE, VA 23320 
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R.I.D 


On the R.I.D. card provided opposite page 4, 
please rate the following games (if you have 
played them) and articles (if you have read 
them) by using a letter grade scale (l.e. A to F). 
Just rate the games as if you were an educator. 
As with the world of education, the scale will 
translate to: 

A= Excellent 

B = Above Average 

C= Average 

D= Below Average 

F= Failure 

If you wish, you may assign pluses (+) or 
minuses (-) to your letter grade (i.e. B+, B-, 

C+, C-, etc.). As always, rate only those games 
that you have played. 

Over the next three issues we will rerate all of 
the games on our current R.I.D. list and a num- 
ber of other titles as well. Remember that 
thousands of gamers will be making buying 
decisions based on the results of these ratings, 
so help your fellow gamer out and let him 
know what is a worthy purchase and what is 
not. 

Demographics 

(Fist the appropriate number) 

7 . What is your age ? 

7 = Under 7 4 years old 
2 — 14-17 years old 


3 = 18-20 years old 

4 = 21-30 years old 

5 = 31-35 years old 

6 = 36-40 years old 

7 = 41-50 years old 

8 = 57+ years old 

2. What machinefs) do you play games on? 

(Fist all numbers that apply. Fist the machine 
you use most often first, the others in decend- 
ing order of use). 

1 = IBM, clones, Tandy 

2 - Amiga 

3 = Apple 8 bit 

4 = Apple llgs 

5 = Atari ST 

6 = Atari 8 bit 

7 = C-64/128 

8 = Macintosh 

9 = Other (specify) 

3. How much time do you typically spend play- 
ing computer games each week? 

1 — Less than 2 hours 

2 = 2-5 hours 

3 = 6-10 hours 

4 = 77-20 hours 

5 = 21-30 hours 

6 = 37+ hours 

Games 

RID #67 Questions 

4. Dungeon Master (FTL) 

5. F-19 Stealth Fighter (Microprose) 

6. Wasteland (FA) 


7. Red Storm Rising (Microprose) 

8. The Magic Candle (Mindcraft) 

9. Ultima V (Origin) 

10. Battlehawks 1942 (Lucasfilm) 

1 1 . Project: Stealth Fighter (Microprose) 

12. Might & Magic II (New World) 

13. Romance of the Three Kingdoms (Koei) 

14. Journey (Infocom) 

15. Hidden Agenda (Springboard) 

16. Batman (Data Fast) 

17. Balance of Power: 1990 (Mindscape) 

18. Doctor Doom's Revenge (Paragon) 

19. Hillsfar (SSI) 

20. Devon Aire (Epyx) 

21. Space Quest III (Sierra) 

22. Neuromancer (Interplay) 

23. Overrun! (SSI) 

24. Typhoon of Steel (SSI) 

25. Cold Rush (Sierra) 

26. Lords of Rising Sun (Cinemaware) 

27. Magic Johnson's Basketball (Melbourne 
House) 

28. Thunder Blade (Mindscape) 

29. The Scoop (Spinnaker) 

30. MacArthur's War (SSC) 

31. Tangled Tales (Origin) 

32. John Madden Football (FA) 

33. Chuck Yeager's AFT 2.0 (FA) 

34. Test Drive II (Accolade) 

35. Sim City (Maxis) 

36. Curse of the Azure Bonds (SSI) 

37. Puzzle Gallery (Miles) 

38. Fire King (SSC) 

39. Scavengers (Interstel) 

40. Ballistix (Psygnosis) 

Articles 

41. Tracon Review 

42. CES Report 

43. MacArthur's War Review 

44. Sniper! Review 

45. Indiana Jones Sneak 

46. The Scoop Review 

47. Is VCA Worth It? 

48. Lords of the Rising Sun Review 

49. CCW Test Lab on Joysticks 

50. Ballistix Review 

Questions 

57. Would you like to know more about VGA 
cards and monitors? 

A. Yes, but only in chart form. 

B. No, a thousand times no! 

C. Not until it is the predominant standard. 

D. Yes, if it isn't every issue. 

F. Probably not. 

52. Would you like more comparisons of joys- 
ticks and other controllers as they work in 
games? 

A. Probably not. 

B. Yes, if it isn't every issue. 

C. No, it's a silly idea. 

D. No, once is enough. 

E. Yes, it helped me. 

53. CGW is now working on issue #7 of Com- 
puter Gaming Videomagazine (see ad on pg. 
44). Please tell us what you think about CCV. 
Enter all letters that are applicable. 

A. I have already ordered it. 

B. I plan to order CGV. 

C. I'm thinking about ordering CGV. 

D. I'm not interested in CGV. 

F. I would buy CGV if it were priced at the dol- 
lar amount that I have entered in space 54 on 
this RID card. 

54. If you entered the letter F as a response to 
question 53, please enter the appropriate dol- 
lar figure here. 


TECHNICAL DIRECTOR 

Games Have Never 
Been This Much Fun 

That’s the type of environment you’ll find at Electronic Arts. We re the 
largest, privately held entertainment software company in the world. 
Currently, we seek the innovative talent of a Technical Director. 

Working in this small team environment, you’ll be part of a production 
group responsible for ensuring technical excellence for games in the 
development process. 

You’ll need 5 years experience as an Applications Engineer in a software 
development or related environment. A Bachelor’s degree in Computer 
Science or equivalent experience is preferred. Must enjoy role playing 
games and interactive movies. 

If you are seeking an opportunity that encourages creativity, flexibility 
and casual dress we want to hear from you. We offer a competitive salary 
and benefits package. For confidential consideration, send resume to: 
Electronic Arts, 1820 Gateway Drive, Box RJS, San Mateo, CA 94404. 

An equal opportunity employer. 

Electronic Arts 
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Red Lightning: An apt 
metaphor for the fear- 
some power of mighty 
Soviet tanks and fighters. 

Red Lightning ': SSI's 
explosive depiction of 
the potential war in 
Europe between NATO 


and the Warsaw Pact. 

Extensive military 
research by our game 
designers makes this 
simulation as advanced 
as the weapon systems 
used in modern land 
and air combat — such 


as the Soviet T-80 tank 
and the U.S. F-117 
Stealth Bomber. 

Red Lightning offers 
incredible detail for a 
brigade/divisional-level 
game: it accounts for 
each individual vehicle 


and aircraft! 

Three scenarios, five 
difficulty levels and mul- 
tiple options challenge 
the avid wargamer to 
explore the myriad pos- 
sible outcomes should 
World War III erupt! 
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Player : NATO Uictory Level: 
Gane Day: 01 (PM) Weather :Mi Id/F 
Select menu item, button, or hex. 


This tactical map shows 
heavy fighting on the 
northern front. 
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F-lll, B-52 

Niraof III, Drake*, F-1M 
H, tornado 
F-15, Itirage 2868 
F-il, F-13, Hirage FI 



Flight conditions good 
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Prepare F-117 Stealth 
Bombers for strike missions 
against the Soviets. 


Division Assets □ Deplegnent : f - ■ ■ : Readiness 

58 MI-64, « H-3, 86 H-186, 72 R-lfi, UK-111. 

8i mK. 

1st Brigade □ Deployment!' ■ Readiness 

116 11-1, 54 H-2, 18 H-3, 12 18-911, 18 H-186, 

36 Dragon. 

2nd Brigade □ Deolognent: lorvard Readiness 

116 H-l, 168 H-2, 32 H-3, 24 M-%1, 24 H-186, 

72 Dragon. 

3rd Brigade □ Deolognent:- est Readiness 

58 H-l, 188 H-2, 28 H-3, 24 H-881, 18 H-186, 

72 Dragon. 


□ Exit to hex report 
Q Exit to nap 
L. 1 Exanine other unit 


Artillery. 35i 
Statu.... / 
Motile. ...41 /rj 




■ IBM PC 

■ Atari ST 

Coming Fall '89: Amiga 


23231 


Equipment 
list of the 
X U.S. 3rd 
** Infantry 
Division. 


■ ' TO ORDER: 

, Visit your 

retailer or call 
1-800-245-4525 
to charge on VISA/MC. 
To receive SSI's complete 
product catalog, send $1.00 
to: SSI, 675 Almanor Avenue, 
Sunnyvale, CA 94086. 


STRATEGIC SIMULATIONS, INC.* 


©1989 Strategic Simulations, Inc. 
All rights reserved. 
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Classic Ultima 

3 Distinctive Games 
for the Price of 1 



Discover the greatest value in 
entertainment software today. 
Three extraordinary games from 
the finest fantasy and role-playing 
series of all time - 

at the price of only one. 

JSl ore than 1 million spellbound 
fans worldwide have explored the 
richness and imagination of the 
worlds Lord British created in the 
Ultima series. Now you can take 
up the challenge yourself - to van- 
quish the monstrous T riad of Evil ! 
Cast magic spells, probe mysteri- 
ous dungeons and towers, battle 
ghastly creatures and delve into 
the secrets of enchanted lands. 
You’lldiscover hundreds of hours 
of fascinating gameplay! 



♦ Complete your Ultima Series Collection and discover the “origin ” 
of this critically acclaimed saga. 

♦ All the compelling action and stratgey of the first Ultima trilogy, 
together at last - including the new Origin release of Ultima II: 
The Revenge of the Enchantress! 

♦ Enjoy three best sellers at a suggested retail price of only $59.95. 

. . once you play one, you’ll want to play them all.” 


To get your copy of the Ultima Trilogy, either 

1) visit your local retailer, 

2) call 1-800-999-4939 8am to 5pm EST to order by VISA/MC, or 

3) mail check (U.S. $) or VISA/MC#, cardholder name 
and expiration date to Origin. All versions $59.95. 

Allow 1 -2 weeks for delivery. 


Available for Apple II, Commodore 64/128 and IBM-PC/ 
Tandy/1 00% compatible computers. 

Ultima is a registered trademark of ORIGIN. 


(COMPUTE!) 


WitQRIGIN^ 
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136-B Harvey Road 
Londonderry, NH 03053 
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